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Welcome to Issue 2 of Volume 2, and as I write this item, our nationwide launch is only 2 
weeks old, and early indications are that the public are in favour of our new batch of 
publications. Over 100 retailers nationwide have already agreed to stock the books and many 
more will be approached to stock the book over the next few weeks. We have targetted to have 
availability in around 300 retailers by Christmas. A full list of participating retailers is 
included in the back of this publication. 
September 19th has seen the launch of yet another computer magazine, from the Newsfield 
stable. Angered by the success of a re-vamped Computer and Video Games, along comes 
Newfields answer with the Games Machine. We reserve judgement on the new mag for now, but 
no doubt we'll be talking about the mag very soon. Newsfield must be hoping that the new mag 
doesn't follow the fate of LM, enough said. 
The latest Meal survey shows that 18% of homes in UK own a sub £500 home computer, which 
equates to 4 million homes. Staggering figures but as with most surveys, fairly hard to 
understand. Let's face it, if everyone of the 4 million homes purchased only one game per 
week, software sales would be through the roof. Proving that there is a big gap between owning 
a computer and actively using it, when you take into account that 75% of a home computer's use 
is for playing games. 
We have already been receiving feedback on the articles we have in the handbook, and just to 
prove how seriously we take your comments, on the basis of response received, this issue we 
have decided to drop the Video World item, although it will remain in our arcade books. But 
this issue, we do have a new feature, introduced by Keith Adam, a keen Fantasy book reader. 
The "World of Words" feature starts this issue and we believe the item will be of great interest 
to Adventure players. 
And the item for discussion is bound to be our mix of hints and solutions. We will always try 
to get a measured mix to suit the supporters of both factions of adventures, but solutions and 
maps have always been the back bone of our handbooks for the last two and a half years, so 
please don't expect us to drop it altogether. 
Anyway that's it for this issue. 

Bernard Dinneen 

Editor 
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GAME REVIEW What The Ratings Mean: 


SECTION Graphics- ‘Do the Graphics add to the game. 
Playability~ Is it logical or do you need ta be Einste 
Lastability- Docs it keep you playing for ages. 
Addictiveness- Docs.it grab you back for Just that One mo) go 
Value For Money- Js i worth the cash. : 

Between 90-100% Rave What Now ? Rating- Overall impression. 







The Scoring System: 





Between 80-89% Excellent The Reviewing Team 

Between 70-79% Very Good 

Between 60-69% Good Pat (Bradley) Age 52- Favourite Best Ever Adventures- All Artic, Jewels Of Babylon, 
Message From Andromeda, All Channel 8. Worst Ever Adventures- Lord Of The Rings, 

Between 50-59% Average Life Tern. Best Budget Games- Subsunk, Seabase Delta, The Helm. 

Between 40-49% Poor Waller (Pooley) Age 59- Favourite Best Ever Adventures- Lords Of Time, Snow 

Between 30-39% Rubbish Queen. Worst Ever Adventures- ‘The Island (Crystal). Best Budget Games- The Helm, 

Between 00-29% Garbage War Biss 

Gregory (Quinn) Age 16- Favourite Best Ever Adventures- Snowball, The Pawn. 

Worst Ever Adventures- Lord Of The Rings, Life-Term. Best Budget Games- Detnon From The Darkside, Imagination. 

Alf (Baldwin) Age 64- Favourite Best Ever Adventures- Mordons Quest, Dracula, Knights Quest. Worst Ever Adventures- Hunchback, 

Snowball, Valhalla. Best Budget Games- Helm, Scabase Delta, Subsunk. 

John (Bamsley) Age 40- Favourite Best Ever Adventures- Emerald Isle, Lords Of Time, Frankenstein. Worst Ever Adventures- Lord Of 

The Rings, Seas Of Blood. Best Budget Game- Subsunk. 

Dave (Allen) Age 26- Favourlte Best Ever Strategy- Chaos (Games Workshop), Vulcan, Silent Service. Worst Ever Strategy- The Trading 

Game. Best Budget Strategy- Rebclstar. 












Title: Lifeterm 

Publisher: Alternative Software 
Address: Units 3-6 Balleygate Ind, Estates Pontefract 
Format: SP 48,128 

R.R.P.: £1.99 

Game Type: Space Graphic Adventure 


You are Jake Stalin, sentenced to lifeterm on a refuse recycling planet after you were accused 
of the murder of a security guard. Will you be here for the rest of your life, or is there a way 
to escape? 

Gregory's Comments 

What makes this game so boring and monotonous is the fact that you have no idea what you have 
to do. True enough, you are told that you have to escape from the planet, but you are soon 
stuck within the first few locations, carrying a wealth of objects which have no obvious use. 
There are no apparent problems to solve and thus the game soon becomes unintcresting. 
Lifeterm is totally unplayable and devoid of interesting elements. Definately a thumbs down! 
Pat's Comments 

Very user unfriendly, and poor atmosphere makes the game very tedious. 

Walter's Comments 

I have played and finished this adventure, and gained no satisfaction whatever. 

John's Comments 

More red herrings than a Russian trawler; totally boring; the one saving grace is that you can 
have a cassette and box for £1.99, horrible. Life Term: What Now? Rating - 46% 
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It's late a blizzard is blowing and the wind howls outside. You're in the university, you've an 
essay to finish before morning, and there's a hacker at work in the computer room. An odd type he 


is too - unsociable, rude and he has the table manners of a brain damaged boar. Still, ignoring 
him, you sit at your computer and try to access your files - shock, horror, your precious essay has 
disappeared and been replaced by a file from the Alchemy department! The screen's filled with 
strange symbols and letters and it looks as if someone's been working on a translation - it's all 
about someone returning and people sacrificing and survivors being eaten (Yuk). As you stare at 
the screen your surroundings suddenly fade . .. You find yourself standing near a platform, it's 
dark and unidentifiable shapes are moving all around you, something sticky grabs your feet 

(ugh!). You're drawn towards the platform where a creature looms out of the darkness and lumbers 
towards you - you pick up a rock to throw at it - too late! The slimy thing grabs you in it's giant 
mandibles and slowly raises you towards it's gaping maw - Arghhh! ... You awake to find 
yourself slumped over your computer - what a horrible dream! Or was it? On examining your 
possessions you find the same stone you were going to use to brain that unholy fiend - and there's 
a symbol etched on it, a symbol that seems oddly familiar - yes, that's the same symbol you saw 
earlier on a carton of Chinese food! 

Well, nothing else for it, you head for the Alchemy department in search of your missing file. 
Surprise, surprise! You find that the buildings not quite as empty as you thought - there's a 
strange, wandering urchin who you suspect of kleptomania, there's a homicidal janitor and man- 
eating rats. What's the meaning of the locked tomb in the sub-basement? And the note pertaining 
to missing students. Who's behind it all? What next? (Plug, plug) Well, the answer to all these 
questions and more is - er, well, I don't know, but I damn well mean to find out! 

"Lurking Horror", by the (in)famous Dave Lebling is indeed a horror story. It reminds me of a 
creepy old monster movie - corn and all - and around every comer you'll expect to pounced on by 
Vincent Price, Bela Lugosi or Christopher Lec! The game is so full of atmosphere, you can almost 
hear floorboards creaking and thunder clapping and you'll feel a strong compulsion to keep 
looking over your shoulder -better to be safe than sorry! Goriness abounds in the shape of red 
eyed winged creatures, bits of human bodies and tentacled slimy ‘things’. There's even a horror 
lurking amongst the packaging in the form of a red squishy ‘whatsit’ that sticks to glass and stuff - 
mine's called George and he's lovely! 

Yes "Lurking Horror” is one for all you Hammer fans out there - I've only one complaint, I wish 
more care had been taken over responses. It's a bit maddening on trying to open a filing cabinet to 
be asked ‘how do you do that to a filing cabinet?’ and worse still after carefully closing a hatch 
behind myself then trying to go back the same way later I was told ‘the hatch is closed’. My next 
command was, naturally, ‘open hatch’ only to be informed that there wasn't a hatch there, and died 
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a horrible death as a result - Mr Lebling I'm ashamed of you! I only hope the liberal amount of 
new Infocom games doesn't mean we poor adventurers will suffer from a drop in quality. 


LURKING HORROR THE SCORES 
ADDICTIVENESS 94% 
PLAYABILITY 92% 
LASTABILITY 88% 

VALUE FOR MONEY 86% 
WHAT NOW? RATING _ 89% 
















When Luigi asks for the return of his money you've got to pay up and with only $50 in pocket this 
spells real trouble. The question is how to pay the debt off? You are the hero in this gangster 


type adventure game as you move around the dangerous streets of New Jersey in an attempt to raise 
enough money to pay off the debt. 

"The Pay Off" is a text adventure based on the world of gangsters and criminals. The game itself 

is produced by Bug-Byte a company well known for producing budget computer games. This 
particular adventure is mainly concerned with the idea of making money, hence the reason why 

most of the game involves robbing a bank. Yet, the path towards your goal is ladden with many 
puzzles and riddles. 

"The Pay Off" uses a simple parser with over a 100 word vocabulary and allows mostly two word 
commands. There are no graphics, but this is made up for by the text. The problems are easily 
solved by using common sense with a little extra brain power. 

I found that "The Pay Off" played extremely well, but could have had a bit of a better storyline. 

The text was well written and helped to provide just the right atmosphere for this style of 

adventure game as well as make up for the loss of graphics. This game had me immediately hooked, 
but this didn’t last for long as it became more monotonous as time went on. It surprisingly mapped 
well. 

I notice that recently the number of gangster type adventure games have increased and therefore it 

is difficult to choose one from another, but with "The Pay Off" priced at £2.99 who can complain? 
It's worth it. 










THE PAY OFF-THE SCORES 
PLAYABILITY 70% 
ADDICTIVENESS 64% 
LASTABILITY 59% 
VALUE FOR MONEY 77% 
WHAT NOW? RATING _ 68% 
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Those clever people at Magnetic Scrolls have gone and done it again, they have gone and created 
another PAWN. In this adventure, you are told that you have to steal anything of value from a near 
by castle. In most adventures this would be easy, but not in a magnetic scrolls adventure. 

They have put as many puzzles, if not more, in this adventure as in the Pawn. The graphics are the 
same high standard as you may have seen in the past. You will meet grave robbers and an old man 
dragging a log. (HINT) Help him! 

You start the game sat in a boat with the Master thieves, your first task is to get out of the boat, 
then you have to get into the castle, (remember the old man). When you reach the castle, stop and 
admire the castle reflection in the moat. When you go potholing be prepared for a shock behind the 
iron bars and make a detailed map when under ground. I think this is going to be one of the 
contenders for game of the year on the CBM. 

As with the Pawn, the graphics scroll from the top of the screen to the middle very much like 
the CMB Amiga. In the box which comes with the game, you are given a die with the number three 
missing and a trading account card for the Bank of Kerovnia the place which all Pawn fans like me 
know well. With the game also comes a copy of ‘What Burglar?’ now there's a familiar title, but 
please note, it is not a H+D Publication! 

Inside your copy of this book are a lot of clues, so remember to read between the lines. If you 
return with either none or not enough things of value, you will be thrown out of the boat and back 
onto the jetty and told to go back and get some more things of value. If you manage to steal 
everything of value then you will be entered into the guild of thieves. 

There are not many hints at all in this game, but I like my games like this. It's also just like 
the Pawn, in other words it will insult you. 

The game has a very polished feel about it. It is very additive in the same way the Pawn was and 


still is. The game may seem a little pricey but it is going to bring you many months of challenging 
game play. 


Guild of Thieves: The Scores 
Graphics 93% 
Playability 92% 


Addictiveness 94% 
Lastability 95% 

Value for Money 94% 
What Now? Rating 92% 
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In this text and graphics adventure you are the pilot of an intergalactic spacecraft, searching for a 
kidnapped crew member called Shauna. You are near a space station which has been used for 
scientific study and experimentation before the police raided it many years ago. Shauna seems to 
be imprisoned on a spacecraft docked at this space station. Unfortunately, your spacecraft is on 
the verge of collapse, and you must escape to the space station in 60 secs. This is your first 
encounter with the 'sudden death’ syndrome, another comes soon after. I'm not the first 
adventurer to complain about early ‘sudden deaths’, and unfortunately, I won't be the last. 

Perhaps programmers don't read reviews. Once in the space station, you meet an assortment of 
characters. The dog and monkey will be very helpful if taken to the right location; but beware, 
they don't like each other. The same attitude applies to two of the droids you meet. Of the various 
droids, whose names are self-explantory; my favorite is the Servobot, especially when it gives the 
gas cylinder to the lugobot, saying "....here is some gas for the little droid's balloons". There are 
also several men who become dead bodies if you are a good adventurer. Finally, you can meet the 
kidnapper and Shauna, although this depends on whether you obtain the correct berth code and 
entry code numbers. 

The graphics take up the top half of the screen (with the text scrolling underneath) and appear 
almost instantly. They are optional, which will please some adventurers, although Groff doesn't 
result in a full screen of text, just the non-appearance of location pictures. Nevertheless, when I 
did stop reading to look at the pictures, I found them very accurate, colourful and extremly well 
drawn. In a word, excellent. I also noticed that soccer fans were still leaving their signature on 
the walls. 

Inputs are mainly verb or verb/noun, although longer inputs will be accepted. Every item found 
has at least one use, and some are cleverly hidden. Scoring is rated out of 100. Ten is 
inexperienced and frankly, I was surprised to remain at that level and the next, mediocre, for 
quite some time. Once passed 50 (experienced) promotion comes more rapidly. If you get stuck, 
or just plain bored, go to the taxi in the departure area and have some fun typing in berth code 
numbers. You have 10,000 to choose from. Save your position first, of course. 
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"Sudden deaths" can be off-putting, but as Magnus says "I've started, so I'll finish". This should 

be the adventurers molto. There is the inevitable maze, but either the graphics or the dog will 

help, but make a note of the route as you will need to go through twice. There is a shorter way 
back through the maze. 

This adventure is for the more experienced, and not recommended for the novice player. With 
approximately 100 locations, each with a different picture it is average value for money. £9-95 

for a tape-based game (£12-95 on disk) is quite usual for BBC B/B+ owners to pay. We never seem 
to get any budget adventures. 


The Hunt: The Scores 
Graphics 84% 
Playability 62% 
Addictiveness 61% 


Lastability 59% 
Value for Money 58% 
What Now? Rating 60% 





Footnote: Barbara did have a problem with this tape, but all credit to Robico who within 24 hours 
supplied a working copy. Now there's service! 

Title: Rick Hanson 

Publisher: Robico 


Text Adventure : eee 
Main Review by Barbara Gibb as played on a BB 





Rick Hanson is the first of the Rick Hanson trilogy. It is also the easiest, yet most realistic of all 
three. Ideal as an introduction to adventuring, it has all the ingredients of a thriller; a 

mysterious man in a hat and raincoat, an exploding tape-recorder, a dirty dis-used railway 

station, slow moving trains; and a sharp-shooter if you venture the wrong way; more about all this 
later. 

This is a text only adventure, and you can change the colour of the print (my favourite is yellow on 
black). The command interpreter will accept verb/noun, sentences or multiple statements, 
whichever you prefer. It has over 200 locations and you get a lot of mapping practice. The action 
tends to be separated by long walks, and this makes the story-line most realistic. Descriptions of 
each location are very full, often repetitive but beware there can be subtle differences and hidden 
clues. Try not to use the hints sheet, if available, until you have explored as far as possible. 

Items don't usually have to be carried long before their usefulness becomes apparent. There has 

to be exceptions viz. the Pork Pie and Polish. You play Rick Hanson, special agent and you don't 
know why you are on a dis-used railway station. You get your instructions in a variety of ways, 
and useful objects are usually easy to find. However, your instructions are sometimes in code. I] 
thoroughly enjoyed deciphering them. 
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Once you have done your impersonation of Jim in Mission Impossible, and caught a train out of the 
railway station, you are alone, on foot, and seemingly in a foreign country. Having found the 
village and stayed at the inn as instructed, you now have new instructions and more walking. 
Explore the village; you will find several shops of interest and the other place mentioned in the 
message. It's a good job you had a good nights sleep at the inn because you now have a long walk 
along tarmac roads, dirt tracks and a muddy field. The river seems a permanent barrier, but it is 
possible to cross, you may wish you hadn't when you get to the meadow. The farm is no trouble, 
but your feet must be killing you, and now you have to climb a steep path, climb a rope, walk again 
but at least you can come down the smooth and fast way. And now, if you are clever at timing your 
throw, you get to drive instead of walking. I bet you thought there wasn't going to be a maze. Well 
now you know, there is, but very careful reading and a good think will get you through. (This is 
were Robico are to be congratulated. Most of their mazes can be solved by looking for clues, 
instead of spending hours and hours of laborious mapping). You are now very close to your final 
task. 

Giving you most of the storyline is not revealing any secrets. It reads like script with you playing 
the hero. "Sudden deaths" do occur, usually your own fault for not doing as your are told. Once 
passed the initial problems of the railway station you can become completely absorbed in the 
adventure. This is very good value for money and an ideal introduction for anyone fairly new to 
adventures, and anyone else who just likes a cracking story to go with excellent problem solving. 
Kevin's Comments: (As played on an Amstrad) 

I found the game totally illogical, and I got the feeling that objects are just put into places to 
confuse you. Perhaps I'm being a little unfair but this is an adventure that I soon put down, not to 


ick up again. 
P Be Graphics - N/A 


Playability - Excellent 84%(BBC) 33%(Amstrad) 
Addictiveness - Excellent 82%(BBC) 30%(Amstrad) 


Lastability - Very Good 74% (BBC) 37%(Amstrad) 
Value for Money - Very Good 72%(BBC) 28%(Amstrad) 
What Now? Rating - 75%(BBC) 31%(Amstrad) 





COMPASS SOFTWARE 

Gregory Quinn takes a look at one of the smaller publishers of adventure software: 

Jon Lemmon is the brains bchind Compass Software, one of the most prolific producers of home- 
made adventure games. 

It all began in 1984 with Compass's best known adventure - Project X - The Microman. Written in 
conjunction with T. Kemp, Project X tells the story of you, Professor Neil Richards and your quest 
to be normal again. Prof. Richards is a well known specialist in the field of minaturization, and it 
was during one of his experiments that he received a massive dose of X-Gamma radiation. Knowing 
the dangers of this, he set off to find his colleague who he knew could help him. However, in his 
haste, Prof. Richards crashed his car and as he regains consciousness, you take over. The problem 
is - you're only 3 inches tall! Featured on the global ‘Fourmost’ adventure compilation, Project X 
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has achieved wide acclaim, and for the author's first commercial release, it really is pretty good. 
It contains a few slightly illogical problems but, by use of examine and help, these can be 
overcome. One last thing - watch out for the neat twist when you finally do complete the game. 
After a gap of two years, Compass bounced back in late 1986 with what I regard as their best yet - 
Demon from the Darkside. Written by Jon himself, we meet Morrack, a wizard's apprentice for the 
first time in this fantasy adventure. The land of Valonia is in a bad state, Drakon - the local bad 
guy has got hold of the Falcon Staff, an object which gives him massive power, and although your 
master, Ashmeard, has defeated him once, he has returned and is even more powerful than before. 
Ashmeard now lies apparently dead, and you, with your limited knowledge of magic, are Valonia's 
only chance - are you up to the task at hand? Darkside is an absolute cracker of a game containing 
some pretty graphics, and more importantly, logical problems. It is no walkover, and it kept me 
entertained for many a night before I completed it. If you should only play one Compass game this 
year, pick this, and I guarantee you won't be disappointed. 
Next in line is the O Zone, released earlier this year and the sequel to Project X. You play the part 
of Agent 37, with the task of rescuing Prof. Richards and his secret Project X papers. These 
papers lay out detailed plans of a new missile which, when launched and detonated, destroys the 
earth's Ozone layer, thus, allowing harmful ultra-violct rays to strike the earth killing all life. 
This game is definitely Compass's easiest, any expericnced adventure should complete it in about 
a week or less, the only real sticking point comes near the end. But I'll leave you to find that out 
for yourself. Still, although a bit simple, O Zone is a good game and is just the perfect game for an 
arcade player wanting to enjoy adventuring. As well as the normal quill, patch and illustrator 
used in all Compass games, the O Zone also uses a new utility - the Press, this compresses the text 
allowing the author to put more into the game. The extra memory gained has been put to good use 
improving the vocabulary and graphics. So, overall a nice, if simple game, just the perfect 
introduction to adventuring. 
Finally, we come to the most recent Compass software release - The Golden Mask, subtitled Demon 
from the Darkside II. After your defeat of Drakon in Darkside I, you travelled up the secret path 
of Hell and arrived in the now prosperous lands of Dral. to your surprise, your old friend Wise 
the owl, flies down and begins to talk to you. After many hours of conversation, you learn that 
neither Drakon, nor Stodge, (your friend), for that matter had died at the end of Part 1. 
Unfortunately your old mentor Ashmeard is really dead, and with him died the knowledge of the 
location of the Golden Mask of Satan. If Drakon finds this mask before you, he will be able to 
summon great armies of demons, and with Ashmeard dead no-one would be able to stop his evil. 
Golden Mask follows in the same sort of style as Darkside and it contains most of the same 
characters. However, there are more new problems which are decidedly more difficult that the 
ones in O Zone. Graphics are neat and colourful, and the vocabulary is friendly. This is yet 
another good Compass release, although it is still not quite up to the standard of its prequel. 
All Compass’s games represent very good value for money at £2.50 each, and are available from 
Compass Software at 111 Mill Road, Cobholm, Great Yarmouth, NR31 OBB. The good news is that 
there is yet another title on the way called Intruder Alert, available in the near future. 
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It's here!!! The new Graphic Adventure from ROBICO 


Search for Shauna 


As the pilot of an intergalactic space craft, you have searched the galaxy for the 
kidnapper of your crew member Shauna. Your mission has lead you to an enormous 
yor eeniclieame avelcue mena (ualelicerierreha lie ke deaerencleO imu ne ccnvelemichie 
fshatclibvae lee <oeBtameuatinesy4em Celtia-jo-lear ieee luccer-ekOmmieniueuenea 
collaspe. Only the ‘hull integrity systen' is preventing loss of atmosphere and that, 
too, will fail ina few seconds time! 

Features 

The hunt has an exciting, devious and humorous storyline. 

There are well over 100 locations to explore. 

Each location is described at length and superbly illustrated with some of the best 
graphics ever seen in a BBC adventure. 

Response times are super-fast - never more than about half a second with graphics, 
virtually instantancous without them. 

Some of the cassette graphics have been replaced in the disk versions by highly 
felerri(ueme (aye (ae(ackeymucacliom (ere: lele at 


To Order Your Copy Of The Hunt 
The Hunt is available now for the BBC B, B+ and Master 


An Electron verson is currently being programed. Take advantage of a 


ROBICO special 
offer to What Poke? 


Cassette £9.95. Please state 40 or 80 track 
readers. See page 15 


The Rick Hanson Trilogy 
SAGA OF A SPY 


In this trilogy of adventures you take the role of Rick Hanson, Special Agent. 

In RICK HANSON your task is to eliminate an evil general and save the world from 
FWayvrel(ectmpae) (ores 

In PROJECT THESIUS you are landed by submarine in hostile territory in order to get 
the plans of a revolutionary new weapons system from the enemy. 

In MYOREM you are ina mysterious and confusing scenario where you are finished 
by a hail of bullets - or are you? 


Triple Cassette package : £23.95.......Single Disk Package : £25.95 Please state 40 or 80 
track. 
ule Melia @ cel au On eo micceeeccag-reaeltiia On 


ROBICO, 3 Fairland Close, Llantrisant, Mid.Glamorgan, CF7 8QH. 
Tel : 0443-227354. 
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Microprose F/F Releases 

Microprose are very busy at the moment, releasing some familiar titles on IBM, Amiga, and ST 
machines, and also releasing some new, pretty innovative stuff. Late August should have seen the 
release of Moebins where your objective is to retrieve the Celestial Orb of Harmony which has been 
stolen. To overcome an array of opponents you need to use all your courage, and cunning. A use of 
martial arts, swordsmanship, and magic is needed to win through. The game will be available on 
disc for the C64 at £19.95 which comes complete with oriental headband. Apple, IBM, Amiga, and 
ST versions to follow later in the year. 

Adventure Help Wanted 

Dave Barker of 10 Lismore House, Linden Grove, Nunhead, London, SE15 3LG, is having problems 
with Se-Kaa of Assiah. When he returns to the Blacksmith and enters "SAY ANSWER" or the word 
"ANSWER" he does not get the appropriate "Go thee and listen" message. It is annoying as he has 
all but finished the adventure. 


PECK 
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At the start "EXAMINE ' the boat to find a rope. PULL ROPE' then "ENTER JETTY’. From here go 
SW to a golden wheatfield, then N to a scrub. There is an old man here carrying a trunk - 'HELP 
OLD MAN CARRY TRUNK ' and you now stand on the drawbridge outside a castle (enter 
DRAWBRIDGE). EXAMINE the settee in the Drawing Room and 'OPEN CUSHION ' (find note). 
The gatekeeper will shortly announce the start of the Rat Race. When you hear this, go to the 
courtyard, EXAMINE’ the RATS and 'USE NOTE TO BET ON GREY RAT" (Gatekeeper gives you 
a cheque and leaves you a cage). 

Once you have solved the puzzles to reach a certain location, then you can use the GO TO command. 
There is a good puzzle involving the bear, so I will cover this one in a bit more detail! 

THE BEAR - For this puzzle, you will need the tub from under the bed in the gatekeepers room, the 
cue from the billiard room, the sewing box from the bed in the spare bedroom and the poison from 
inside the cupboard in the kitchen. When you have all these items, go to the scrub and OPEN the 
SEWING BOX. Then 'REMOVE COTTON' and TIE COTTON TO CUE’. Now 'OPEN TUB THEN 
REMOVE MAGGOT' now 'PLACE MAGGOT ON NEEDLE ' followed by 'PLACE NEEDLE IN 
MOAT". You now have a fish but you must ‘treat’ it first!! Go to the Dining Room and 'RUB FISH 
WITH POISON’ then 'GIVE BEAR THE FISH’. Great that! I think other commands work 
satisfactorily, but I have used the ones that are easily remembered - by me anyway!! 
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TRINITY 


Some helpful objects and uses by Bob Shepherd, as played on an ST. 


BALL - Get ball for one point and throw it at umbrella to get the umbrella. 

BAG OF CRUMBS - Buy them from the lady then feed the birds to find the ruby. Also you need 
them to feed to the roadrunner at the later part of game. 

RUBY - Found the first time in bag of crumbs. Later dropped by the roadrunner. Insert it in red 
boot for speed. 

ROADRUNNER - Steals the ruby from you at the start of the game and eats the crumbs to distract 
the dog at the later part of game. 

PRAM - Push pram east, east and then south. Open the pram and enter it with the umbrella. Now 
open the umbrella to cross the grass. 

UMBRELLA - Open it when in the pram to cross the grass. Later open umbrella when you enter 
door six to land safely. Then give it to the girl in six to get 3 points. 

PAPER BIRD - Found floating on the pond. Unfold it and read for a message. Give it to the girl 
in door six before you give her the umbrella. 

GNOMON - Unscrew it from the sundial in the first part of the game and insert it in the sundial 

in the second part. The thread is the wrong way round for the second part. To alter it go to the 
arbortum and reverse the writing. Now go and insert the gnomon in the sundial. 

WHITE DOOR - The first white door that you see is the one that takes you to part two of the 
adventure. The other six doors must be opened with the lever and sundial ring. The game allows 
you to enter and exit the doors once only before they disappear. The order that I entered them are 
1, 3, 2, 4, 5, 6, 7. You must enter door three before you enter door two. Leave door 7 until last. 


Sy 6 LOG - Kick log to get splinter. 
4) SPLINTER - This is a light source. 
Use as such until you enter door 


three. You will have to place it 
in the crevice to 


get the skink out of it. 


It is lost for good then, and you will need to use the lantern then for light. 
AXE - The axe has three uses. First to chop the tree. Second throw axe 

to break the icicle and thirdly to break the bubble in door two. 

LEVER AND RING - to open the white doors you will have to pull 

the lever to stop the sun moving across the sky on its own and then 

turn the ring on the sundial to the number of the door that you wish to open. 
BONES - Examine to find the skeleton key. 

SKELETON KEY - Insert in the hole in the wrights room. Turn the key to open an exit. 
BARROW WRIGHT - Will kill you in the dark so you must carry light with you. 
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LAMP - Found after you enter the third door. You must treat it with care. The power in it will 
not last, so turn it on only when you must. 

WALKIE TALKIE - Use later in the game to listen to the people in door seven, set the slider at 
the number that you see on the radio dial in the jeep. 

SKINK - To capture the skink you must drop the lamp when it is on, then go west and place the 
splinter in the crevice. Get the skink and place it in your pocket. You will have to kill it after 
you enter the second door. Place it in the cauldron towards part of the se 

ICICLE - Throw axe to break it off and get it. , j 
You will have to take it to the vertex before you can 
take it to the lump in the volcano. 


LUMP - This is a magnet that you will need in the second ee 







door to pull you to the white door. Before you can pick it 
wy 


up you will need to cool it down with the icicle. 4 is 
BOY BLOWING BUBBLES - You will have to enter the dish : 

that is by the side of the boy and wait until he blows you out 6 

in a bubble; then go to door, two to allow you to breathe in - space. 

He COCONUT - To get the coconut wait until > it 
floats in the lagoon and point to it and the dolphin 
gets it for you. To get the milk take it to the house 
and drop it then hit it with the spade; but you must 
then pick it up and pour the milk from it into the 
cauldron before it all runs out. 


HONEY - Place your hand in the hive and a 
large bee will sting you. Move west twice and 











the flytrap will eat it. Now you move back to 
wothe hive and place your hand in the hole 
y> and it will be covered in honey. To remove 


~~ the honey place your hand in the cauldron. 
It is part of the recipe. 


CAGE - Get the cage from the house and open it to release the bird. Use the cage then to hold the 
lemming. 

LEMMING - Found in the fissure in door five. Get the lemming and place it into the cage for safe 
keeping. Take the cage and lemming through door seven with you and open it in the closet in the 
house, then open the door to the closet and the lemming will save you from the snake. 

SPADE - Found in door six. Use it to oper. the crypt and to open the coconut also dig in the pile 
in the garden. 

GIRL - Give the paper to girl then give her the umbrella. 

CORPSE - Examine the corpse and you will see a shroud and some boots and a bandage. Remove 
the bandage and examine the mouth to find the silver coin. You will need all of these except the 
bandage. 
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BOOTS - Red is needed for the ruby and green needed for the emerald. Wear the boots and place 
the jewels into them and they grow wings and allow you to move about at great speed in door seven. 
SHROUD - Wear shroud to enter the dory of the oarsman. 

SILVER COIN - You need the silver coin to pay the oarsman to take you into his dory. 

CLOVE OF GARLIC - Found in pile in garden of cottage. Part of the recipe. 

CAULDRON - To get the emerald you will have to put into the 
cauldron the following. Skink, Clove of garlic, Milk, Honey. After 
you place these in the cauldron, go west and wait one tur then 

retum and search the cauldron. 

EMERALD - Place in green boot to grow wings. Use the same as 

. the ruby. 

FERRYMAN AND DORY - To get to door seven you must first 
pay the ferryman. Wear the shroud and enter the dory when the 

other people do then pay the oarsman the silver coin to go across the river. 

BOOK - Open book and examine it to find the piece of cardboard. 

PIECE OF CARDBOARD - Examine the cardboard to find the diagram. Examine the diagram to 
find the positive wire. It changes with each game you play so make a note of it. 

TALKING MEN - Wait until they drive away before you try to leave the bomb tower then listen to 
the walkie talkie to hear what they are saying. 

JEEP - Examine the radio in the jeep to find the random number to set the walkie on. I used it to 
keep the bag of crumbs safe until I needed them. 

WALLET - Found no use for it. It contains a photo which has no use either. 
BINOCULARS - Found in the windmill. To get them, tum on the lamp then 
try to get them: they fall in the water. Swim down and the light shines 
them. Go behind the shed and look at entrance through them to 

see the key. 

KEY - Use to open the box at base of tower. 

SNAKE - To get rid of the snake take the lemming to the house 
and open the right door. Enter the right door then move 

north to the closet. Close the closet door and open the cage 

to release the lemming. Now open the closet door and the lemming 
runs out to the snake. 

SCREWDRIVER - Search the paper in house in part seven to find screwdriver. Use screwdriver to 
remove the screws in bomb tower. 

KNIFE - Use the knife to cut the positive wire in bomb tower. 

BREAKER BOX - Unlock box with key and pull and push the breaker once only. Listen to the 
reports on the walkie talkie for the results. 

WIRE BOX IN BOMB TOWER - The four coloured wires in the box lead to the bomb. You 
must cut the positive wire with the knife after the auto-squencer comes on. If you cut the 

wrong wire or at the wrong time you will die. To find the colour to cut examine the diagram. 
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SUBSUNK 


The following solution from J R Barnsley is to take you right through the adventure and to use all 

the objects. 

START IN THE WARDROOM 

Go to the galley and EXAMINE, GET AND WEAR strainer. Back to wardroom. N to stand on 
matress, JUMP, GET KEY. S to locker room, OPEN LOCKER, EXAMINE PICTURE. Leave locker 
and drop the key. Go to Emergency Water Compartment and get beaker (don't drop it or you 

will smash it). Go to Engineering compartment and get rubber sucker from toolbox. Go to 

junior ratings quarters and get broom handle from cupboard. Go to the washroom and FILL 

beaker with water. Attach the sucker to the broom handle and plunge the basin. Now go the 
captains cabin and EXAMINE DESK, open drawer and take the 
paper clip. Go to the sick bay and pick the 




























lock of the medicine cabinet with the paper clip to get the 
bottle of pills. Go down below to battery switchboard 
and stand on rubbermat to tip the bottle of pills, 

get the pill. Go back to the locker room and 

dissolve pill in water, drink medicine and all 

becomes clear in the locker. 

Leave it for now though. 





We do our very best to check that all the 
hints we are sent actually work, but it is 
impossible to check the validity of all the 
information we receive. If you do have Se 
any problems with any of the routines Sema 
in this book then please write, . 
remembering to enclose an S.A.E., and we 
will do our best to answer any qucrics, 
although we cannot guarantee to always 
be successful. 

Write with your problems to 

What Publications Queries Dept. 1338, 
Ashton Old Road, Higher Openshaw, 
Manchester M11 1JG. 
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Go to weapons officers and examine holster to get bullet, then go to armoury and get gun. Load gun 
and go back to the locker room. Fire gun at the metal clasp to open packing case. Get the jar and 
wear the aftershave. Drop gun; now go to navigation area and get map. Back to the junior ratings 
quarters to get the vacuum cleaner. Go down to emergency battery compartment to get the battery 
and back to engineering compartment to get the screwdriver. Go to checkpoint charlie, connect 
battery to vacuum, push switch (to operate vacuum) and vacuum dust. Right, now push switch 
again (to turn off vacuum) and dismantle it with the screwdriver. Get the cloth and examine it. 

You now need some glue to join the maps. Go to main switchboard and push the button to operate 
the toaster in the galley. Go to the cold store open door and enter the freezer room; get the carton 
of yogurt (which is obviously frozen at the moment) and go back to the galley; drop the battery, 
map and cloth and go to the reactor compartment to defrost the yogurt and then to the main 
generator to get the knife. 

Go back to the locker room, enter the locker, twiddle the coat hook and go up the ladder. Get the 
test tube and spatula; now make your way back to the galley and follow these instructions to the 
letter. Y & 
DROP SPATULA, GET BURNT TOAST, SCRAPE TOAST, GET 
SCRAPINGS, EMPTY CARTON INTO TEST TUBE, GET SPATULA, 
MIX WITH SPATULA. 

There you are, Glue! Get the spatula again, get map and get cloth. Glue map with 
spatula. Examine the map; now then on the right is the combination to crack the 
safe, but you'll need the stethoscope to hear the clicks. Drop the spatula 
and go to the chief engincers; read the manual and then go to the doctors 
medical room. Get the stethoscope and read the medical encyclopaedia; go to 
the first lieutenants and wear the stethoscope. Turn left, tum left, tum right 
and get the tickertape. Right, lets do the final bit and send the emergency signal. 
Drop the stethoscope and go back to the galley, get the battery and go to the Fin Space; examine the 
aerial and take it. Go to the wardroom and get the coil. Now go to the machinery room pump area 

and examine hatch. Spill acid (from battery) drop the battery, open hatch and enter hatch. Go to 

the transmitter room, drop the aerial, drop the coil and drop the tickertape. Go back out and make 
your way to the Diesel generator. Examine and take the cable, back again to the transmitter room 

and examine transmitter. Insert cable plug in socket, get the coil and insert it, get the aerial and 

insert cable plug. Now go to the torpedo room and try and insert the aerial in the tube. It needs a 

bit of the old lubricant! How about a bit of butter? Go and get it from the freezer room and come 
back again. Follow these instructions to the letter: 

SPREAD BUTTER (wait for response) ON TUBE, GET AERIAL, INSERT AERIAL IN TUBE, PULL 
LEVER. 

Finally, go back to the transmitter room and get the tickertape; take it to the telex office and 

examine teleprinter. Go on then.....INSERT TAPE!! 







You don't need to be told the final message.......see for yourself! 
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THE QUEST FOR THE GOLDEN EGGCUP 

A Walter Pooley solution as played on a Spectrum. 
The quest centres around recovering God's golden eggcup. It's been nicked. After a bit of initial 
exploring I found one could get the eggcup from the treasure room in exchange for three eggs, A 
SILVER EGG, A GOLDEN EGG & A BRONZE EGG, so the problem now is to find the three eggs, 
transport them to the treasure chamber, obtain the golden eggcup and return to the temple giving 
the eggcup to God, to finish. You can only carry a limited number of objects, and the various 
characters wandering around are liable to steal anything you drop, so we must plan our moves 
carefully. This is also the first adventure I have found where it is necessary to 'SWEAR' to reach a 
location to obtain a vital key. 
So from the start:- EAST, SOUTH, GET ROBE, WEAR ROBE (you can now see in the dark) 
NORTH, WEST, NORTH, EAST takes you into an office, EXAM CABINET, amongst other things 
you will find a golden egg, GET EGG, WEST, WEST, SOUTH, SOUTH. Get the beans you find there, 
GET BEANS, NORTH, NORTH, DOWN, DOWN, DOWN, EAST, NORTH. You should now be 
outside a hut with a guard barring the way north, GIVE BEANS to dispose of him, get the bottle he 
drops, GET BOTTLE, NORTH , will now take you to inside the hut, DOWN, NORTH, EAST, 
SOUTH, NORTH, NORTH, NORTH should bring you to a dead end with a stone seat. SIT SEAT 
transports you to another location, LOOK, EXAM STRAW you will find a credit card, GET CARD, 
NORTH takes you to a river bank, RING BELL, for a raft to appear, GO RAFT to cross the river, once 
on the other side, NORTH, NORTH, EAST will take you to a small room which contains a bird cage 
& Wongo the Witch. Ignore Wongo for now, DROP BOTTLE, DROP CARD, GET CAGE. 
Now is a good time to swear and get the key from the dungeon and catch ourselves a bird in the 
cage on the way back, So:- SWEAR gets you incarcerated in the dungeon, GET KEY. Now we want 
to escape, so:- DIG SAND you find a trapdoor, OPEN TRAPDOOR, DOWN will take you to a dead 
end, SOUTH, WEST, WEST, EAST will take you to another dead end where there is a bird, GET 
BIRD, WEST, SOUTH, NORTH, NORTH brings you back to the stone seat, SIT SEAT, NORTH, 
RING BELL, GO RAFT, NORTH, NORTH, NORTH, NORTH, EAST, EAST, EAST you should now 
be at theedge of a crevasse, DROP EGG (the golden one) WEST, WEST, WEST, SOUTH, SOUTH, 
EAST brings you back to the home of Wongo the witch, GET BOTTLE, GIVE BOTTLE (you get a 
wand in exchange) WEST, NORTH, NORTH, EAST, EAST, EAST back to the edge of the crevasse, 
WAVE WAND gets you across, EAST brings you to a gate UNLOCK GATE, DROP KEY, EAST, 
EAST, UP brings you to the outside of the treasure room there is a guard there, DROP BIRD to 
dispose of him, DROP CAGE, DOWN, WEST, WEST, WEST, brings you back to the crevasse, WAVE 
WAND, WEST, SOUTH, to a well trod path where there is an Oak Tree. UP the tree where you will 
find a Bronze Egg, GET BRONZE, DOWN, SOUTH, SOUTH, SOUTH, SOUTH, UP, UP brings you to 
the top of a tower, WEST take you into an office where there is a Silver Egg, GET SILVER, EAST, 
DOWN, DOWN, NORTH, NORTH, NORTH, NORTH, NORTH, EAST brings you again to the edge 
of the crevasse, WAVE WAND, EAST, EAST, EAST, UP, EAST brings you to the treasure room, 
DROP SILVER, DROP BRONZE, WEST, DOWN, WEST, WEST, WEST, WAVE WAND, GET 
EGG, WAVE WAND, EAST, EAST, EAST, UP, EAST, DROP EGG you now have all three eggs in the 
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treasure room. They will vanish and in there place is the Golden Eggcup, you will also get a 
message:- ‘to return, go to the place of long dead people’ (what has happened is that your credit 

card has been moved to the Church, and you need it to cross the river for the last time). So:- GET 
EGGCUP, WEST, DOWN, WEST, WEST, WEST, WAVE WAND, WEST, SOUTH, SOUTH, WEST, 
WEST into the Church where you will find the Credit Card, GET CARD, EAST, EAST, NORTH, 
NORTH, WEST, WEST, SOUTH, SOUTH, SOUTH, SOUTH, RING BELL, GO RAFT, this time the 
ferry man will want paying. So:- GIVE CARD, SOUTH brings you back to the stone seat, SIT 
SEAT, SOUTH, WEST, NORTH, SOUTH, UP should bring you back inside the hut, SOUTH, SOUTH, 
WEST, UP, UP, UP, we are now back in the Tiled room near where we started. If God is there 

GIVE EGGCUP and that's it - FINISHED. If God is not there, wander about till he appears then 
GIVE EGGCUP. OBJECTS & USES 

SILK ROBE - Enables you to see in the dark. 

MAGIC BEANS - Gets rid of the first guard. 

BOTTLE - Give it to Wongo the Witch to get Wand. 

WAND - Wave it to cross crevasse. 

GOLDEN KEY - Unlocks gate at foot of temple. 

BIRD IN CAGE - Gets rid of guard outside treasure chamber. 

CREDIT CARD - Needed to pay ferry man on your last trip across river. 

GOLD, SILVER & BRONZE EGGS - Drop in treasure room to get the golden eggcup. 


ESCAPE FROM KHOSHIMA 

H Banks offers a complete solution as played on his Amstrad 464 
You start in the barracks, W, S, E, S, (guards Mess), TAKE CIGARETTES, E, TAKE CAN, W, N, 
W, N,N, E, N, (empty guard room), E, GIVE CIGARETTES, (soldier will give you key), W, TAKE 
MEAT, S, E, S, (hospital), UNLOCK BOX, TAKE BOTTLE (ether), DROP KEY, N, W, W, S, W, 
(commandants hut), OPEN DRAWER, TAKE KNIFE, (leave pistol), E, S, W, TAKE CARROTS, 
EAT CARROTS, E, S, INTO JUNGLE. 
W, W, THROW MEAT, S, W, W, S, (dead airman), EXAM BODY, TAKE LIGHTER, E, E, E, E, N, 
N, N, E, TAKE STICK, N, N,N, E, E, E, N, N, (pool), don't drink yet, N, (in cave), SLEEP, S, 
DRINK WATER, W, TAKE WOOD, N, W, W, W, EXAM AIRCRAFT, FILL LIGHTER, E, E, E, E, 
S, S, E, E, S, you are at the waterfall. 
PUT PITCH ON WOOD, DROP CAN, LIGHT WOOD, WALK THROUGH WATERFALL, E, E, E, 
E, E, N, TAKE LOG, S, W, W, S, W, S, S, W, (snake pit), PUT LOG ACROSS PIT, E, N,N, E, N, 
E, E, S, S, (huge cavern), CLIMB and EXAM STATUE, ENTER TUNNEL, E, (inside temple), E, 
EXAM ALTAR, OPEN BOTTLE, POUR ETHER INTO HOLE, PUT HAND INTO HOLE, TAKE 
STONE, EXAM STONE, PUT STONE INTO INDENTATION, (altar lid slides back), DOWN, E, 
TRAP SNAKE WITH FORKED STICK, TAKE POT, W, UP, W, W, N,N, W, W, S, W, S, S, W, W, 
TAKE CORK, W, W, (into jungle).N, S, (anthill), TAKE ANTS, TAKE ANTS, DROP INTO 
POT, PUT CORK INTO POT, E, CUT VINES, TAKE VINES, N, WALK THROUGH 
WATERFALL, E, E, E, N, N, DROP WOOD, (rocky gorge), E, E, N, N, 


24 





TIONS * SOLUTIONS * SOLUTIONS * SOLUTIONS * SOLUTIONS * SO) 





W, W, W, W, E, E, TAKE RUSHES, WEAVE RUSHES INTO MAT, S, W, W, LAY MAT ACROSS 
QUICKSAND, W, W, N, GIVE ANTS (you are given spear), S, E, E, E, E, E, E, N, N, TIE VINES 
TO TREE, TIE VINES TO SPEAR, THROW SPEAR ACROSS RAVINE, WALK ACROSS VINE, N, N, 
BRITISH CONVOY. 

YOU ARE FREE. 





A packet of Rothmans, 9mm automatic pistol type MACSO serial number 965743, 9mm 
cartridge marked TE 9 F 3-79, suicide note, matchbox, ashtray with one stub, Rothmans and the 
other stub Camel, handbag, diary, black cotton thread under fingernails of left hand, and a black 
button. 


This is all the evidence found in Part One. Type it all in at the start of Part Two. After 
reading this solution, don't go straight into Part Two as with some of the evidence, there are names 
and addresses. 


Part Two: 
This is the good part of the game: 

GET A STATEMENT FROM NADINE LAFEUILL (the address is in the diary), GET A 
STATEMENT FROM VERS NEIGHBOUR AND CARETAKER (you don't need to put in an address), 
GO TO CRRJ LYON AND LOOK UP INFORMATION ON FUZZY. THEN GO BACK TO CRRJ 
LYON AND ASK FOR INFORMATION ON ZIEGLER PHILIBERT. FOLLOW ALL LEADS ON 
THIS MAN (you will be told about the leads from CRRJ). THEN GET A STATEMENT FROM 
EVA DELARUE (address in diary), FOLLOW UP ALL LEADS FROM HERE. 

NEXT, GO BACK TO CRRJ LYON AND GET INFORMATION ON THE GUN (do this by 
typing all the info from Part One about the gun), FOLLOW UP ALL LEADS FROM HERE. 

NEXT, DO AN AUTOPSY ON VERA CRUZ (examination), NEXT, DO GRAPHOLOGICAL 
EXAMINATION ON VERA CRUZ (it asks for handwriting, at the moment just type VERA CRUZ). 
(Now you will have the full car registration number), GO TO PREF LYON AND ASK FOR 
INFORMATION ON THE NUMBER, FOLLOW ALL LEADS FROM HERE. 

AFTER YOU HAVE DONE ALL THAT, GET A STATEMENT FROM GILLES BLANC 
(address on matchbox), SOMEONE WHO YOU HAVE INTERVIEWED WILL HAVE TO BE 
INTERVIEWED AGAIN, (I will not say which one, but by the time you reach this stage you will 
know who. If you don't, then use the feature where you can look under all the evidence found 
(comparison) just type in the persons name). 

If you have followed all above instructions, you should now be in a position to identify the 
murderer. If not, recheck everything. Good luck!! 
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AN INDIAN BUMMER - PART 2. 


The Story so far. Running Laces has been filling in Black Holes with inhabited Planets, which 
is unethical, and has resulted in him inadvertently insulting the Chairman of the Federation. A 
reward of 50,000 credits has been offered for his arrest - dead or alive. Now read on. 

The word had gone round the Federation that Big Chief Running Laces was due to land at Zargon 
21, and a huge crowd was gathering to welcome him home. It was not everyday that a notorious 
criminal came to town, and the prospect of a lynching was guaranteed to raise the size of the gate. 
Arfor Haley had taken time off to visit. Plebicans were not invited to many parties, which in itself 
would have ensured his attendance, but Arfor was anxious that there should be no trial. He didn't 
want Laces to explain who had introduced him into the Black Hole Demolition Business, or any 
mention of the Freehold Rights to America, and so it was Arfor who was leading the baying for 
Laces blood. 

Laces was blissfully unaware of his fate, and if he had been conscientious in his work, this 
story would have been very short. Luckily for him, bunging inhabited planets into Black Holes, 
was not his only breach of Federation Codes of Practice. As all you Space Pilots will know the most 
dangerous time in space travel, is the take off and landing, and Federation rules insist that at 
these times the pilot must be in control of the craft. Unfortunately the Federation had not 
reconciled this requirement with the restrictions of teleporting, which can only be carried out in 
deep space. If Laces was to take advantage of teleporting down to Bristol Cities he could not pilot 
the space ship - if he piloted the spacecraft he would be faced with delays at the Spaceport and a 
tedious land journey to the arms of his beloved. There was no contest, and it was thus that the 
Droid Malcolm went to the party, whilst Laces teleported down to Bristol Cities Bar. 

Laces was surprised when he landed in the Bar. Normally the place was heaving, usually in 
sympathy with Bristol Cities bosom, but today the place was deserted, except for Bristol Cities in 
tears, and two strange characters. The Videoscope was tuned into the Spaceport where a 
commentator was describing the landing of Laces spaceship. The landing was uneventful, and a 
hush fell on the crowd as Malcolm descended from the craft. It did not last for long, as Arfor 
whipped the crowd into a frenzy. "Remember the Alamo" he screamed, revealing once again that 
Plebicans may be good at business, but have as little knowledge of history as the majority of our 
readers. Malcolm looked pleased at the reception - it was a lonely life for a Droid working on 
Black Holes, and he looked forward to company. This WAS company. “Lynch him” screamed Arfor, 
but then lost himself in the excitement of the moment. "Lynchings too good for him!" 
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"Roast him!" The mob considered the proposal, found a certain logic to the suggestion, and joined 
in the chanting "Roast him...Roast him... Roast him.” 

Some of you may be wondering why the crowd did not recognise Malcom for what he was. You 
have probably heard that in the past, dog owners were considered to always end up by looking like 
their dogs. This phenomenom was reversed when Droids became the servants of living beings. 
Droids ended up by always looking like their masters. Malcolm was no exception, and the 
Feathered War Bonnet he always wore added to the confusion. The Slow Fire was prepared and 
Malcolm was led to it. Laces watched the Videoscope in astonishment. 

Meanwhile at the other end of the Galaxy the Intergalactic Mastermind Final was reaching its 
climax on Veget 23. The Carrott had done particularly well in its specialist supe ‘Rennaissence 
Art 360 - 410 AD (After Dare) and now it was the Turnip's turn. cy) lip 
"What is your specialist subject?" asked Marvin Marigold. yi \/ 
"Master Criminals" replied the Turnip. 

“Your specialised questions, start, NOW. Who insulted the Federation..... / ; 
As this round began, Deadly Nightshade slipped from the Auditorium. His le * ay j 
master, the Tumip had given the signal to begin the greatest crime of the Century  d Wy 
They were about to steal the accumulated chlorophy! deposits of all the Veget wd 
planets. As you know chlorophyl is the life source of all plant life, and as “"Zy Me 
such is highly regarded by any vegetable. Now that Vegetables had aquired Intelligénos® 

it was natural for them to evolve a banking philosophy and accumulate their most precious asset. 

This was about to be stolen. Timing was essential. Deadly Nightshade knocked on the door of the 
vault, and was challenged by the Tomato Guards. "I made a small deposit, this morning, but I am 
catching the Space Liner Titanic in half an hour, and need to cash it in" 

After inspecting the paperwork the guards let him in, to be suddenly confronted by a loaded water 
pistol. "What's that!" they laughed. Silly Tomatoes - the Tumip was not the greatest criminal of 

all time for nothing,and this was no kiddies gun. Deadly Nightshade fired. A 
Tomato which has suddenly lost all its water content is not a pretty sight; in fact 
there is very little left after the water has gone, and so what was left was hardly 
visible at all. In no time at all Deadly Nightshade had gathered all the 
Chlorophyl deposits and was away to catch the Liner Titanic. As the giant 












Liner left on its maiden voyage, the Tumip was facing his final question. 
{I've started, so I'll finish. Who is regarded as the greatest musician of 
all time on Planet Earth?" 
4 “Des O Connor" replied the Turnip. 
"Correct. And your final score is 42, and no passes. Mister Turnip, you 

Ww) ware the Intergalactic Mastermind 612 AD." 
gone» Right. Back to Zargon 21, and the Fry Up. 

At Bristol Cities Bar the two strangers were talking on different subjects. 
The Bus Driver (for that was what his uniform revealed him to be ) was 
wW talking to the Videoscope, along the lines of “Lets get a closer look at him 
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roasting", whilst the other individual was explaining about his latest operation."And so when I 
saw this new arm advertised I knew that I had to have it. You may think that my old arm had not 
yet started to play up, but my philosophy has always been to change parts about every two years, 
and that way you avoid expensive repair jobs." Bristol Cities was still crying in the comer, and 
had not noticed the arrival of Laces. 

"Service!" cried Laces, and Bristol Cities saw Laces for the first time. Luckily for Laces the other 
two took no notice, being entirely absorbed with their own private conversations. Oh, by the way, I 
promised to reveal Bristol Cities mark on the Sam Fox scale of excellence. It usually is 9 
(hurricane force) but on this occasion it went up to 12, such was her relief at seeing Laces 
alive,and so we had better not go into too much detail. 

Their thoughts were interrupted by the Bus Driver. “Right, I'm off. I've got a timetable to stick 
to." Unlike Laces, Bristol Cities thought quickly on her feet, a fact which Laces was unaware of on 
account that she very rarely was on her feet when Laces was around. "Oh, have another" she said 
putting on one of her devestating smiles which tumed mens hearts to butter." You can easily make 
the time up, since that CRIMINAL has destroyed so many of your stopping points." 

"True" said the Bus Driver, who was easily led. 

"T'll mix you one of my specials! How about your friend?" 

As Bristol Cities mixed the drinks she slipped in a few grains of ‘a foreign substance’ to add bite? 
ae \ The scene at the spaceport was reaching a climax, 

$ although Malcolm was still smiling. How thoughtful, 

on Malcolm mused, as the oil in his joints reached 

its perfect operating temperature. Suddenly, 

Malcolm looked worried and the crowd bayed 

its appreciation. Malcolm had felt the first 

hgsux? twinge, and sure enough a few seconds later, 

with a mighty twang, out shot the left 

pivotal sprocket of the upper forearm, 

quickly followed by the interconnecting 

compression spring. 

“My God! It's a Droid!" whispered 

Arfor to himself, as the crowd lapsed 

into silence. "Damn!" said Malcolm 'Tt's 

gone again" 

The bus driver gazed first at the Videoscope, then at Laces, as he sipped his drink. A look of 

comprehension slowly came over his face. 

Can Bristol Cities save Laces, and will the powder work in time? 

Will Malcolm ever be as popular again, and is there a mechanic in the house? 

What transformation came over Des O Connor to make him a musician? 

Is there any significance in the Liner being called Titanic, and are there any 

Icebergs in space? 
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PERSEUS AND ANDROMEDA 

A Pat Bradley stroll through as played on a Spectrum 
Scenario: 
You are Perseus, son of Zeus and Danae. To protect the life of your Mother, King Polydectes 
insists you slay Medusa the Gorgon (whose every glance tums men to stone) and rescue 
Andromeda. You have no alternative but to do the King's bidding but it is going to be a difficult 
task since you have no possessions to protect or help you. 
You start your travels ina MARBLE HALLWAY; you can go North or South. You decide to go North 
and arrive in the ROYAL CHAMBER and find it contains King Polydectes, his Throne and Royal 
Guards. "Examine King" prompts him to say, "Slay Medusa and Rescue Andromeda!!!". You exit 
South back to the MARBLE HALLWAY and keep travelling South until you are on A DRY, DUSTY 
TRAIL where you see a Leather Sack. Thinking this may be of use, you get the Sack and go back 
North until you are in FRONT OF THE ROYAL PALACE. You now have a choice of going West, East 
or North. Having been North, you decide to go West and find yourself on a WINDING ROAD with a 
view of the TEMPLE OF HERMES to the North. You continue West and arrive INA ROCKY 
CLEARING where you see a shallow pool of water and a cave entrance to the West. You get water in 
the Leather Sack you are carrying and retrace your steps Eastwards until you are once again in 
front of the ROYAL PALACE. You now explore to the South and find yourself on A DRY DUSTY 
TRAIL with an exit to the East. You go East and come to a DRIED UP WATER HOLE where you see 
a Withered Tree Stump and an Old Beggar. The Beggar is very thirsty so you give him the water, 
he drinks his fill and thanks you and gives you something. When you look you see it is a Discus 
with a carving of Mount Olympus on it. You drop the Leather Sack and go North and you are now on 
A LONG WINDING ROAD. Knowing of the Cave to the West, you continue in that direction;once in 
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the ROCKY CLEARING with the Shallow Pool of Water, you decide to enter the Cave. Inside you 
see a MARBLE STATUE and decide to examine the STATUE whereupon you see it is adorned 
with a GOLDEN HELMET. Try as you might to get the HELMET you find it is impossible because 
it is too high, then you have an idea - THE DISCUS given to you by the Old Beggar - you throw 

the discus at the Statue and there is an almighty CRACK! The HELMET falls to the ground 

along with the Discus. You get the Helmet and Discus. You decide to wear the Helmet and 

find it makes you invisible - thinking this could be an advantage - you keep it on. You go 

out of the cave Eastwards and continue in that direction until you arrive in the TEMPLE OF 
ATHENE where you see a Stone Dais to the North. You go up to the Dais where you see an Altar. 
Perplexed by the problems facing you, you kneel and Pray to the Goddess of Athene - Time Passes 
and then you hear the voice of the Goddess herself, Take this Shield, it will protect you in more 
ways than one!" You get the Shield and go South back into the TEMPLE OF ATHENE. You now 
travel West to see just what THE TEMPLE OF HERMES Contains which you saw earlier to the 
North of the WINDING ROAD. Entering the TEMPLE OF HERMES you see an Ivory Pedestal. 
You decide to try praying again - Time Passes and something falls to the ground. On further 
examination you see a pair of Winged Sandals. You get the Sandals and when you try them on 

you find they fit. You go up on the IVORY PEDESTAL and Wait - Time Passes - the Winged 
Sandals flap vigorously. You fly North - you are flying through the air and suddenly find 

yourself hovering in the air. You Fly Down and find yourself on another Ivory Pedestal. 

Going down, you are on a SMALL GRASSY ISLAND where you see a Blind Peasant, a Table, a 
Wild Hyena and the Ivory Pedestal. It is possible for you to go West or East and you decide 

to go West and find yourself in a PATCH OF PRICKLY THORNS - examination of the bushes 
reveal some Berries - you get the Berries and go East 
back to the SMALL GRASSY ISLAND. 

© Thinking the Blind Peasant may be able to help you, 
you give him the Berries - he takes the food but before 
he can eat the Berries, the Wild Hyena pounces and eats 





them - the Hyena dies - the Berries were poisonous. 
Now having nothing to give the Blind Peasant you go 
East and find yourself in A GROVE OF TALL TREES 
where you see Fruit Trees. You WAIT - once again the 
Sandals flap vigorously and you find yourself in the top 
branches of a Fruit Tree where you see Luscious Fruits - 
you get the Fruit and Fly Down to the GROVE OF 
TALL TREES. You now have something to give to the 
Blind Peasant so go West to the SMALL GRASSY 
ISLAND and the Blind Peasant - give him the Fruit - he 
takes the fruit - eats it, then gratefully he gives you 
something, you find he has given you a PARCHMENT 
and a GLEAMING SWORD. You get the 
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Parchment, examine it - it says Seek the Eye of the Graiae. You drop the Parchment and get the 
Sword thinking this must be of some use in your mission! 
You go to the IVORY PEDESTAL and Wait - Time Passes - the winged sandals flap vigorously - 

you give instructions Fly North - you are again flying through the air and yet again, after a while, 

find yourself hovering in the air! You Fly Down on to an IVORY PEDESTAL - you go Down from 
the Pedestal and find yourself on A GRASSY PLAIN from where you can go North or South. 
Deciding to go South you are in a WOODED CLEARING where you see a Wooden Torch. You drop 
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the Discus and get the Torch. You travel North past the GRASSY PLAIN with the Ivory Pedestal and 
on to a GRASSY PATHWAY where you see a CAVE to the West and a ROCKY CLEARING to the 
East. You go East into the ROCKY CLEARING where you see Three Graiae, the eye of the Graiae 
and a Cooking Fire. 

You decide to light the Torch and go West on to aGRASSY PATHWAY. You enter the CAVE and 
get the NET. You go East. Travelling south, you are once again on a GRASSY PLAIN whcere you see 
the Ivory Pedestal. Going further South, you find yourself in the WOODED CLEARING where you 
drop the Discus. From here you can go West which you do and find yourself by a RUINED TEMPLE 
with no roof. Going West again you find yourself IN THE TEMPLE with an Open Roof and see a 
Silver Halter. You are unable to get the Silver Halter because the Harpies keep swooping down - 

you then remember the net you got from the Cave and go East - climb Temple Wall - spread the 
net and climb down again. You now go West yet again into the TEMPLE with the open roof and 
Silver Halter which you are now able to get because the Net foils the Harpies. You go East to the 
Wooded Clearing where you dropped the Discus then Northwards to A GRASSY PATHWAY. Going 
East you find yourself in a ROCKY CLEARING where you see the three Graiae, the Eye of the Graiae. 
Remembering what the Parchment said about the Eye of the Graiae you get the eye - the Graiae 
moan and wail begging for their Eye! 

In the end, you decide to give the Eye back to the Graiae - then grudgingly they reveal something - 

a Narrow Crack in the wall. Looking at the crack, you see that this is a way of escape to continue 
your search for Medusa so you remove and drop the winged sandals and go Eastwards through the 
crack and find yourself in a dimly LIT CAVE. You can go North into a NARROW TUNNEL and then 
EAST into an ICY COLD CHAMBER. You look at the shield - you can see reflections - you wait - 

time passes - you see the reflection of Medusa and behead her. The Head rolls away and you see 

the dead carcass of Medusa. You go South and find yourself in a HUGE UNDERGROUND CAVERN.- 

you can see the Head of Medusa - blood trickles from the severed head. Amazingly from the blood 
grows a Horse - you now see Pegasus the Winged Horse. You fit the Halter to the Horse and get the 
Head of Medusa. You mount the Horse. You are now on the back of Pegasus. "Ride Pegasus" you 
are flying through the air. Pegasus puts you down and flies off. You are on A SMALL ISLAND OF 

ROCK from which you can go South. You travel South and find yourself by A HUGE OUTCROP OF 
ROCK where you see a Maiden chained to the rock. You are just about to free the Maiden when you 
see THE KRAKEN about to attack - you show the Head of Medusa to The Kraken - The Kraken looks 
at the head and is turned to stone. You can now cut the chains holding the beautiful Andromeda. 

You have freed ANDROMEDA!!! You hear the voice of ATHENE, "My Son, you have succeeded. 
Go now and live in peace with Andromeda!. 


THE HUNT (SEARCH FOR SHAUNA) 
1) The scrap of material is from the kidnappers clothes. 
2) The credit note is counterfeit. 
3) The lever switches the forcefield on and off, but only applies to forcefields in quarantine area 
and magnolab. 
4) If in the dark, ‘search’ for trapdoor. 
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5) You cannot carry monkey and dog at the same time - the dog has a good sense of smell, the 
monkey has dexterous hands. 
6) The robodroid won't actually give you a hand. 
7) the lugobot will help you across metal grid provided it has the static shield. 
8) Quick route from restricted area to east end of market - S, SW, NE. 
9) Don't hold the gun for too long. 
10) Remember the dog is looking for the kidnapper. 
11) The guardroid and aggrodroid don't like each other. See if one will get rid of the other if given 
the correct weapon. 
12) The lugobot will be completely unaware of the use it is against the guardroid. 
13) The spike is not a weapon - that is one step up for you! 
14) You need entry code numbers as well as berth code number before you can complete the 
mission. 

Lurking Horror 

Guidance from Bob Shepherd as played on his Atari ST. 

CHAIR - sit on chair before you play on pe. 
PC - turn on the pe and type in the number from the card that is included in your package then 
type the password from the paperwork. Now examine the pc and you will see a menu. Click menu 
with mouse then click yak with mouse. Now read the page. Click more and repeat until you are in 
the place. 
STONE - you will find the stone in the place. Throw the stone at the creature in the dome and then 
go down and out to get it. Throw the stone at the creature at the end of the game when the stone is 
glowing red. 
HACKER - ask the hacker about the keys and he will explain about the master key. Give the 
chinese to the hacker and he will ask what he can do for you, ask him for the master key. 
MASTER KEY - get the key from the hacker and use it to open all doors and locks except the Profs 
door which you have to knock on. 
CHINESE FOOD - found in the fridge in the carton. Cook in the microwave and give it to the 
hacker. 
FRIDGE - open the fridge to find the carton and the Coke. 
MICROWAVE - open the microwave door and place the carton in it. Close the door and set the 
timer to 300 which is equal to 5 minutes. Press HI and then press start. Now wait until the timer 
reads zero. Open the door and take the carton out. 
COKE - after 200 moves you are informed that you are weary. Drink the coke. 
BONES - found in the kitchen on the floor. Leave them there. 
LIFT - press up button and wait for the lift to arrive then press up button again and the doors 
open. Now enter the lift and open the panel to find the flashlight. Also use to pull out the bar in 
the wall at the bottom of the shaft. 
FLASHLIGHT - found in the lift. Use to see in the dark. 
GLOVES - wear when you cut the cable with the axe and also to climb rope. 
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CROWBAR - use to break the glass in the fire cabinet. Also use to wedge open the lift doors in the 
basement. Also use to lever open the cover. Also use to hit the steam valve to free it. Also use to 
break the bricks out of the wall. 

FORKLIFT - enter forklift and start it. Now go up to the pallets and move them with the forklift. 
Repeat until you make a passage. 

KNIFE - get the knife from the altar and use to cut the chalk circle. 

PADLOCK - open with the master key and use it to join the chain in the lift basement. 

STEAM VALVE - it is stuck and you need to hit it with the crowbar twice. Use it to kill the rats. 
Turn it off afterwards to move to the west. 

RATS - these will kill you if you go the wrong way or wait too long before killing them. Use the 
steam valve. 

DEAD RAT - never used it. 

BRICK WALL - before you sort out the wall make sure the lift is on floor 1. Hit the wall with the 
bar to loosen the old brick. Remove the brick with the bar and then remove the new brick with the 
bar. Now you will see a rod. Go to the basement and wedge the doors open with the bar. Go down 
into the lift basement and get the chain. Tie the chain around the rod and lock chain with padlock 
to stop it getting free. Now go out to the basement and hook the chain onto the hook. Release the 
lift doors and go up to the lift. Enter the lift and press the button for the 2nd floor. This will 

pull out the wall and allow you to take the flask down. 

CHAIN - found at the bottom of the lift shaft. Use to pull out the wall. 

AXE - found in the glass case. Use to cut the power line at the end of the game also to cut the 
cable driving the polisher. 

PLASTIC BOTTLE - open the bottle and pour on the floor after you cut the cable to the Polisher 
and to stop the man getting you. 

PEACH TREE - dig in the tub to find the hand. 

HAND - drop in the Profs vat and wait until it comes to life. Get the hand from the vat and place 
the hyrax ring on it. It will then point the way in the maze. 

LADDER - get the ladder and lower it to get down after you climb the rope. 

PAPER - show the paper to the Prof to move south when in the lab. 

PENTAGRAM - wait until the Prof is in his own circle then cut yours with the knife. Leave the 
circle and move the bench. Open the trapdoor and go down. Now move up and do what you have to. 
VAT - drop the hand in the vat to bring it to life. 

URCHIN - moves about at random so cannot say where to find him but when you see him show the 
hand and the urchin drops the wire cutters and runs off. 

WIRE CUTTERS - use to cut the wires attached to the heads of the urchins. 

FLASK - open the flask and pour the liquid onto the slimy curtain to see the final door. 

FINAL CREATURE - search the water and cut the power line in half with the axe. You will have to 
do it three times before it cuts. Get the power line and unplug the coaxial. Put the line in the 
socket and the final creature will appear. Wait until the stone glows red and then throw it at the 
creature. This will destroy the creature. Now get the stone and you are at the end of the game. 
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THE CASTLE By Bug Byte 


Dust off this classic with a Pat Bradley solution as played on a Spectrum. 

At the far end of the Room, an old Wizard appears - he looks less than happy. 

"Welcome Adventurer’, he hisses. ‘Let me tell you the rules of my Castle. For your nerve in 
entering my domain, I condemn you to remain here forever, unless you can gather six treasures I 
have hidden and put them all in a certain Room. I won't tell you which Room, that would make it 
far too easy, but if you succeed, I shall let you go free with the greatest prize of all - your life! 

I am not going to give you any help in your Quest, but my pet demon might’. 

The Wizard leaves through a doorway which slowly fades away, leaving no trace. 


START (In a Throne Room) see Large Oak Chest - Hammer - Large Throne. 

NORTH (In a Morgue) see High Tower. 

WEST (In a Large Room) see Large Lead Block. 

WEST (In a Kitchen) see Weighing Machine - Old Wooden Table EXAMINE TABLE see 
Empty Jar - Knife, GET JAR, GET KNIFE. 

EAST (In a Large Room) see Large Lead Block, EXAMINE BLOCK see Insect, GET 
INSECT (automatically get insect in jar). 

SOUTH (In an Animal's Den) see Shovel - Large Furry Animal DROP INSECT (the insect 
jumps on the animal which then runs away). GET SHOVEL. 

WEST (In a Corridor) see Pool of Liquid. GET LIQUID (automatically get Liquid in Jar). 
EAST (In an Animal's Den) 

EAST (In a Throne Room) see Large Oak Chest - Hammer -Large Throne. DIG HOLE, 
GET TORCH (unlit), DROP SHOVEL. 

WEST (In Animal's Den) 

NORTH (In a Large Room) POUR LIQUID (Block dissolves - now see Brass Talisman. 
GET TALISMAN, DROP JAR. 

EAST (In a Morgue) see High Tower. GO TOWER (U).(In a Tower) see Tapestry. 


EXAMINE TAPESTRY (Picture shows wall with a hole in it) LOOK BEHIND see *Silver Sword* 
GET SWORD (*Silver*) CLIMB DOWN (In a Morgue) see High Tower. 

NORTH (In a Smallish Room) see A chasm - Buzzards Hovering, HELP (A demon appears 
and says SMHA CLYF) = Anagram FLY CHASM FLY, FLAP ARMS, (On the other side) see 
Chasm - Huge Wall DROP SWORD (*Silver*) DROP TALISMAN (Brass). 

EAST (In a Bedroom) see Human Head, GET HEAD (human) 

WEST (On the other side of Chasm) see A Chasm - A Huge Wall -a *Silver Sword* 

(A Brass Talisman) GO CHASM (D) - You hurtle down the Chasm but amazingly have a soft 
landing (At the bottom of the Chasm) see Metal Shield, GET SHIELD, LOOK (One of the 
buzzards swoops down and grabs the head and lifts you out). (In a smallish Room) see A 

Chasm - Buzzards Hovering -The Buzzards are swooping at me! DROP HEAD (It falls into the 
Chasm). 

WEST (in Black Chapel) see A Rope - A Statue of Medusa, EXAM STATUE (It has two glowing eyes), 
GET EYES - what shall I pry the eyes out with (one word) KNIFE, DROP KNIFE, DROP SHIELD. 
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EAST (In a Smallish Room) see A Chasm - Buzzards Hovering, FLAP ARMS (N). (On 
the other side of Chasm) see A Chasm - A Huge Wall - *Silver Sword* - Brass Talisman, GET 
SWORD (*Silver*) GET TALISMAN (Brass) EXAMINE WALL (Picture - they look like Runes) 
PRESS ENTER, HELP (The demon appears and says: The cloth holds the secret’). LIGHT TORCH, 
GO HOLE (W), IN A PASSAGE. 


NORTH (At a junction) 

EAST (At a turning) 

NORTH (In a Small Chamber) see Large Rock, DROP SWORD (*Silver*), DROP 
TALISMAN (Brass) 

SOUTH (At a turing) 
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WEST (At a junction) 

WEST (At a junction) see *A Platinum Bar*, GET BAR (*Platinum*) 

WEST (In a E/W Passage) 

WEST (At a Dead End) see Remains of human, EXAMINE REMAINS -in the remains I see 
a *Scarab*, GET *SCARAB*. 

EAST (In an E/W Passage) 

EAST (At a Junction) 

EAST (At a Junction) 

EAST (At a Turning) 

NORTH (In a Small Chamber) see A Large Rock - *A Silver Sword* -A Brass Talisman, 
DROP *SCARAB*, DROP *BAR* (Platinum) 

WEST (In a Cavern) see A Stick, GET STICK 

EAST (IN A SMALL CHAMBER) SEE *A SCARAB* - *SILVER SWORD* - 


*PLATINUM BAR* - MOVE ROCK (what can I use) (Brass Talisman- a Large Rock. Stick - Now 
see a Path to the North) DROP STICK, GET *SCARAB*, GET *SWORD* (Silver), GET *BAR* 
(Platinum), GET TALISMAN (Brass) 

NORTH (On a Platform) see Strange Room, GO ROOM (N), (In a Strange Room), DROP 
EYES (they bum themselves into the ground), DROP *SWORD* (Silver), DROP *BAR* 
(Platinum), DROP *SCARAB*. 


SOUTH (On a Platform) see Strange Room. 
EAST (By a Large Hole) see *Topaz Necklace*, GET *NECKLACE* (Topaz). 
SOUTH (Lost in Maze) see *A Gold Man* - A Stone Altar, GET MAN (*Gold*), PRAY - 


(Screen Flashes - Automatically Go To (In a Smallish Room) see Chasm - Buzzards Hovering, 
FLAP ARM (N). (On the other side of Chasm) see A Chasm - A huge Wall GO HOLE (W), (In 


a Passage). 

NORTH (At a Junction) 

EAST (At a Turning) 

NORTH (In a Small Chamber) see Path to the North - Stick - Large Rock. 

NORTH (On a Platform) see Strange Room, GO ROOM (N), (In a Strange Room) see *Two 


Glowing Eyes* - *Silver Sword* - *Scarab* - *Platinum Bar* DROP MAN (*Gold*), DROP 
NECKLACE (*Topaz*),Score - Screen Flashes. 


SOUTH (On a Platform) see Strange Room 

EAST (By a Large Hole) (Must have Talisman) 

SOUTH (Lost in Maze) see Stone Altar, PRAY - Screen Flashes - Automatically go to. (In a 
Smallish Room) see A Chasm -Buzzards Hovering. 

WEST (In Black Chapel) see A Knife - a Key - A Statue of Medusa -Metal Shield, GET KEY. 
EAST (in a Smallish Room) see A Chasm - Buzzards Hovering. 

SOUTH (In a Morgue) see a High Tower. 

SOUTH (In a Throne Room) see A Shovel - A Large Oak Chest - A Hammer - A Door, 


UNLOCK DOOR, OPEN DOOR, GO DOOR (S). - well done, you have escaped from The Castle. 


37 





JTIONS * SOLUTIONS * SOLUTIONS * SOLUTIONS * SOLUTIONS * SOI 





CRIMSON CROWN 


As promised last issue, a solution to this Atari ST adventure: 


NOTE 1 - When sage appears type ‘talk to sage’. He appears at random. 
NOTE 2 - Save the game where I have noted. The Troll steals items. 





E, N, PRESS BUTTON, W, EXAMINE FLOOR, D, D, S, W, N, E, N, UP, GET CANDLE, D,S, 
W, S, E, N, LIGHT CANDLE, S, W, N, E, N, OPEN CRATE, BURN ZOMBIE, GET SACK, 
OPEN SACK, GET MOUSE, S, W, N, GET RING, WEAR RING, GET FLUTE, N; N,- PLAY 
FLUTE, DROP FLUTE, S, GET DIAMOND, PUT DIAMOND IN SACK, S, REMOVE RING, 
PUT RING IN SACK, S, W, N, N, N, D, ENTER VAULT, WINDMILL, N, ERIK, GET SWORD, 
S, E, EXAMINE BALL, W, D, D, N, TALK TO GRYPHON, YES, FEAR, CLOUD DREAM, 
PUT MOUSE IN SACK, GET SCEPTRE, PUT SCEPTRE IN SACK, S, S, W, N, Me 


OPEN GRATE WITH SWORD, D, GET CENSOR, WINDMILL. 








W, D, D, S, W, N, W, N, N, N, UP, LIGHT CENSOR, WAVE CENSOR, DROP CENSOR; N, 
TALK TO WIZARD, S, DROP CANDLE, D, D, D, SABRINA, GET SCROLL, SABRINA, READ 
SCROLL, UP, UP, S, S, S, E, S, W, SABRINA, CAST SPELL, W, WAIT, WAIT, TALK TO 
WITCH, E, E, S, S, W, GET FROG, DROP FROG IN LAKE, GET COIN, GET MOUSE CLIMB 
TREE, GIVE MOUSE TO OWL, D, E, N, N, W, PUT COIN IN SACK, W, SABRINA 
LAUGHTER SPELL AT WITCH, DROP SCROLL, GET TABLET, E, E, N, W, N,N, 1 
GIVE TABLET TO WIZARD, S, D, S, S, S, E, N, N, N, GET COIN, W, OFFER COIN, E,'N, 
GET RING, GET SCEPTRE, LORELEI, EXAMINE FLOOR, SPLASH WATER, SABRINA, 
WHISTLE, GET HIVE, PLUG HOLE WITH HIVE, GET BRANCH, WAIT, WAIT, VA 
HOLD BRANCH, WAIT, SABRINA, SAVE ERIK. (SAVE GAME) 

N, W, ERIK, GET SWORD, N, N, GET SCEPTRE, N, N, GET SPHERE, S, S, E, GET RING, 
N, E, E, LIST (must = sphere, sword, sceptre, ring. If not reload saved place), 
EXAMINE SPHERE, W, THROW SPHERE, GET ARROW, GET BOW, E, E, SHOW. SCEPTRE, 
W, S, W, N, DIP ARROW, LOAD BOW, WEAR RING, §S, S, W, S, E, DIG SAND, GE LL, 
LISTEN TO SHELL, W, N, E, N, E, E, N, FIRE ARROW, FURY, N, ERIK, GET CROWN, ERIK, 
WEAR CROWN, HOLD ERIK, S, S, S, W, S, W, S, E, WAIT (repeat until ship artives) 

END OF GAME. oe 
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RAIS RD THE PAWN 


Gregory Quinn and Andrew Harrison offer the following hints as played on a Spectrum 128: 
1) WHAT DO I DO WHEN I MEET KRONOS? 
Say ‘Hello’ then ask him about the wristband.Then get note and chest. 
2) CAN'T GET PAST GUARDS? 
Show them the note Kronos gave you. 
3) HOW DO I OPEN THE SHED DOOR? 
Look under the mat. 
4) HOW DO I MOVE THE BOULDER? 
Join two of the garden tools with a part of your clothing,then lever boulder with it. 
5) HOW DO I STOP THE GURU LAUGHING? 
Cover the wristband with your shirt. 
6) HOW DO I GET SOME LIGHT? 
Get the bowl from the Guru (remember to remove the rice from the bowl), go to the 
plateau and fill it with snow then give it to the Guru and listen. 
7) WHEN I FIND THE POUCH HOW DO I MAKE LIGHT? 
Mix blue, green, red to get white. 
8) HOW DO I MOVE THE FLOORBOARDS? 
Close the door and push. 
9) WHAT DO I DO ABOUT THE ALCHEMISTS? 
Give them the rice and then some lead. 
10) HOW DO I FIND AND GET THE LEAD? 
Wear the hat from the lounge and go down in the liftand get the ‘lumps’ with the trowel. 
11) HOW DO I VOTE? 
Move pedestal, examine niche, get key then go to the office and move rug. Unlock safe 
with blue key and then search it, let ballot paper go to the voting booth and insert the 
ballot paper into the large box. 
12) WHAT DO I DO IN THE PAPER ROOM? 
Tear the walls with the boots and tie the rope to the hook and climb down it. 
13) HOW AND WHAT DO I BUY OFF HONEST JOHN? 
Get the coin from the cushion in the lounge and buy the whisky and beer. 
14) HOW DO I GET PAST THE DOUBLE DOORS? 
Knock on them 5 times then give the porter the whisky. 
15) WHAT DO I DO WHEN I MEET JERRY LEE LEWIS? 
Give him the beer. 
16) WHAT DO I DO WHEN I MEET THE DEVIL? 
Ask him about life. 
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17) 


18) 


19) 


20) 


21) 


22) 


HOW DO I GET PAST THE DRAGON AND KILL KRONOS? 
Shine white at shadows, then point at shadows, N, throw potion 
bottle (one you get from the devil) at Kronos and press nozzle 





(aerosol). 

HOW DO I FIND THE AEROSOL? 

Go NE from the Alchemists lab. 

HOW DO I READ THE TOMES? 

Cast spell and that opens it, then read. 

HOW DO I GET PAST THE SNOWMAN? 

Melt him with the white (remember to pick the white up 
again after you come out of the tower if you plan to go down 
into the dark). 

HOW DO I GET ACROSS THE CAVE RIVER TO THE PEDESTAL? 
Drop everything and go up from the cave river twice then push a” 
the wall and you will be pushed back to the cave by flood water. MC 


o> - 


Now go back to the lava river and go North. . et 4 
HOW DO I PLANT THE POT PLANT? —<—™ 1 
gf NS 


Type in "plant pot plant in pot with trowel’. ~. ir ®, 


6 Issue ‘Subscription only £10.50 


12 Issue Subscription only £19.80 
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ONE LINERS 


Gregory Quinn and Andrew Harrison provide some short, sharp, shock, hints for a bundle of 
popular adventures: 


Castle Blackstar - Eagle a problem? Play the violin,with the bow. 

The Helm - Looking for the key? Sieve the floor. 

Kentilla - If the statue halts your progress, insert rod. 

Spiderman - Can't get bio-gem? Cast web from hall. 

Witches Cauldron - When you find the pencil, you will find the wand. 
Ice Station Zebra - Play the recorder to get rid of the bird. 

Hulk - Wave the fan to get rid of the bees. 

Arrow of Death 1 - Examine the courtyard to reveal the rope. 


Ship of Doom - Press red button at the console to melt ice. 
Marie Celeste - You need screwdriver to open grill. 
Valkyrie 17 - To get rid of butcher, give him the box. 
Jewels of Babylon - Do not eat the fish. 

Mindshadow - Use examine & think a lot. 

Velnors Lair - Don't forget to examine rags. 

Rebel Planet - To get the last sword through customs, carry it in the light k 
Seas of Blood - The grappling hook is needed to climb the cliffs at Krish 
Dracula - To keep warm in coach, lift seat insert cross turn in and open then get blankets. 
Boggit - The answer to Gandalf's question is 0. 

Inferno - Crawl past the wind. 

Heros of Karn - To kill swamp lizard, light the gas; don't forget, you need the tinderbox. 
Adventureland - To stop dying from bites, rub mud on bites. 

Secret Mission - To smash window, throw tape recorder. 

Kayleth - Go East into dome and pour water on compost before dropping the empty bottle. 
Se-Kaa of Assiah - To kill black guardian, press stud on staff and throw it. 






ube, 
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A-MAZE-ING ESCAPES Part 2 


Being solutions (as played on an Atari 800XL by Ron Rainbird) to various Banes of 
Adventurers. 
'ZORK I" 

The Underground Maze to Key and Coins 
Go down through the Living Room trapdoor, then North, West, West, West, and up. Get key and 
bag but do not touch anything else. To return, go North, West, South, East, South, and up. 

"ZORK II" 
The Bank Problem 
From Bank Entrance, go North-East to East Teller's Room, East to Safety Depository, South to 
Chairman's Office and get Portrait. Go North and enter light, enter the South Wall, enter light 
again and get Bills. Enter the North Wall, then drop the Bills and the Portrait. Go East and 
East again, get the Bills and the Portrait, enter the light, then go South. 

"ZORK II" 
The "Royal" Puzzle 
After reading note at the Entrance, go Down and push East Wall, then go South twice and West. 
Push South Wall and go East, then North three times, then West. Here you push the South Wall 
twice and go East twice, then South. Push the South Wall and go North twice and East where 
you push the South Wall and get the Book. Push South wall again then go East, North-East and 
push the West Wall, then South, West, North-West, North, East. 
Push the South Wall and go South-West, then push the East Wall, and go North-East. Push the 
South Wall and go North-West, then North three times where you then push the East Wall. Go 
West, South, South-West, West, North, North, then push the East Wall twice and go South twice 
South-East, East, then North twice. Push the West Wall and go East, South, South-West, West, 
North-West twice, North, then East twice and push the South Wall twice. Go North-East, East, 
South twice, West and push the West Wall twice. Go South, West, push the North Wall three 
times, go North-West then up. You should now be out of the Maze. 
(Note: There are many routes to solving this maze and the foregoing is just one of them). 
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INFOCOM STATIONZALL 


STATIONFALL NOTES 





compliments of Bob Shepherd as played 
on an Atari ST 





ROBOT FORM - Insert in slot in robot pool then type 3 to get Floyd. 

FLOYD - Helps and hinders you in the game. Needed to be present when you go to get the medium 
bit. Type Floyd, get medium bit and he gets it for you. When Plato shoots you Floyd will save you. 
Type Floyd, help me after three moves and he fights Plato. At the end of the game you must shoot 
Floyd to get to the pyramid. 

SPACE TRUCK - Enter the space truck and close the hatch. Sit down then put the activation card 
in the slot and type T. This gives you a number that you need to check the paperwork for the 
answer. Now type the answer in and wait 6 times. You should now be at the station. 

KIT - Contains thermos bottle and two sorts of goo. Goo is food. 

THERMOS BOTTLE - Open bottle to find hot soup. Eat soup and keep bottle to carry explosives 
in. 

CRUMPLED FORM - Take to presser and press out to make a village form that needs stamping. 
When it is stamped insert village form in slot to enter the village via the east or south 

connections. 

VALIDATION STAMP - Found under the commanders bed. Used on the village form. 

ID MACHINE IN SHADY SAMS - Insert id card in machine to amend it. 

LASER GUN - Need id card to get to gun. Shoot box in the loan sharks. Also used to kill Floyd 

at end of game. 

DRILL - use drill to make a hole in the safe, first with the small bit then with the medium bit. 
OSTRICH STICK - Found in the petshop ceiling: needed to tempt the ostrich to follow you and 
then placed in the machine to loosen the timer. 

OSTRICH - Releases the timer in the machine when getting the ostrich stick. 

COIN - Shoot box to get it then place in the timer machine. 
BARBERS MIRROR - Break mirror to get the foil behind it. 
TIN FOIL - Needed to cover the pyramid at the end of game. 
BALLOON CREATURE - Open cage and go away from it 
one move, then spray can to get it to follow you. Take the 
creature to the chapel and hold on to its leash to float up 

to the star. Make sure the flame is out first. 
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SPRAY CAN - Contains food for the balloon creature. 
TIMER - Attach to the detonator to give you time to escape before the bang. Set to 25 then move 
away. You need the ostrich, coin and stick to get it from the machine. 

CHAPEL PULPIT - Open pulpit then press switch to turn off the flame. 

FLASHING STAR - Open star to get new diode for the detonator. 
DETONATOR - Contains a faulty diode. Open it then remove the 
blackened diode and insert the diode you get from the star. 




















Attach detonator to timer and explosives when opening the safe. 
PLATO - Starts out as a friend then tums on you and shoots 
you duc to the influence of the pyramid. Shoots you at any 
time. Type wait three times, then ask Floyd to help you. 
ROULETTE WHEEL - Spin wheel to open up and north 
exits. 

SPACE SUIT - Found above casino in locker. Wear suit 
and boots to enter the airlock and survive in space. 
SPACE BOOTS - Wear as well as the space suit to keep 
you attached to the space station when going outside. 
EXPLOSIVES - Found outside of airlock. Will tum to | 
gas if not placed in thermos bottle. Needed to blow 

open safe. Will turn to gas after certain number of moves 
inside the space station. 

LAMP - Needed in space to see the cylinder. Also 
needed when the lights go out in station. Also needed to enter 
the dark rooms of the station. 

JAMMER - Attach to 20 prong fromitz board and set 
to 710. Tum on jammer and go to bottom of air shaft. 
Prevents machine getting you. Tum off to stop fork 
truck getting you. 

20 PRONG FROMITZ BOARD - Attach to jammer to make it work. 
AIR SHAFT GRATING - To open the grating open the bin in the 
same room with the key from the safe. 

BOTTOM GRATING - Kick grating to get past. 

PYRAMID - Place foil on pyramid to stop producing and end game. 
WELDERS - Appear at random. To avoid just move any direction and the welder moves away. 
SPOOLS - Do not bother with them. Red herring. 

20 OHM BEDISTER - Red herring. 

12 PRONG FROMITZ BOARD - Red herring. 

TAPE - Insert in machine to learn more about game. 

DIARY - Read to learn more about game. 

INSTRUCTION SHEETS - Read to learn more about game. 
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THE BIG SLEAZE 


Solution to Part 1 as played on a Spectrum by Alec Edney 
Part One 





EXAMINE DESK (you find a flashlight), GET FLASHLIGHT, NORTH, 
GET MAC, WEAR MAC, SOUTH, SMOKE, WAIT (until SHE arrives 
and leaves you a cheque), GET CHEQUE, DROP LIGHTER, NORTH, 
WATT (until dog appears with some objects), DECODE NOTE (more 
info), GET CHEQUE, GET PHOTO. 

NORTH, DOWN, UNLOCK DOOR, OPEN DOOR, SOUTH, SOUTH, EXAMINE CAR (you 

find a stick of dynamite), CLIMB INTO CAR, DROP CHEQUE, DROP CHEQUE, EXAMINE 
MAC (a crowbar drops out), DROP FLASHLIGHT, CLIMB OUT, GET DYNAMITE, NORTH, 
NORTH, UP, SOUTH, SOUTH, PUT DYNAMITE INTO HOLE, LIGHT FUSE, NORTH, WAIT 
(until you hear an explosion). 

SOUTH, GET GUN, GET BATTERY, GET KEY, NORTH, NORTH, DOWN, SOUTH, CLOSE 
DOOR, LOCK DOOR, SOUTH, CLIMB INTO CAR, DROP GUN, GET FLASHLIGHT, PUT 
BATTERY INTO FLASHLIGHT, DROP FLASHLIGHT, DROP KEY, GET CHEQUE, GET 
CHEQUE, GET BOOK, TOUCH WIRES (the car starts), DRIVE TO ASTORIA 

BOULEVARD, CLIMB OUT, WAIT (until 6am), NORTH, NORTH (the cheques are 

paid into your account), SOUTH, SOUTH, CLIMB INTO CAR, DROP BOOK, GET GUN, 
TOUCH WIRES, DRIVE TO IMRAHD ST, CLIMB OUT, NORTH, UP, EAST, UNLOCK 
DOOR, OPEN DOOR, IN (Ben Durr should be here, if not wait), EXAMINE SOFA 

(you find a bit of photo, Ben Durr confesses), GET PHOTO, SOUTH, WEST, DOWN, 

SOUTH, CLIMB INTO CAR, TOUCH WIRES, DROP PHOTO, 
DRIVE TO POLICE, CLIMB OUT, EAST, EAST, NORTH, 
UP, SOUTH, NORTH, WEST, WEST, CLIMB INTO 
CAR, TOUCH WIRES, DRIVE TO 21ST ST. 

GET FLASHLIGHT, GET CROWBAR, CLIMB 
OUT, WEST, SOUTH, EAST (if not open, 

wait), NORTH, PUSH OBELISK (you find a 

grille), OPEN GRILLE WITH CROWBAR, 

TURN FLASHLIGHT ON, IN, SOUTH, EAST, UP, 
OPEN GRILLE WITH CROWBAR, IN, EXAMINE 
DESK (a bit of photo) GET PHOTO, 

IN, DOWN, WEST, NORTH, WEST, SOUTH, 
WEST, NORTH, EAST, CLIMB INTO CAR, 
DROP PHOTO, DROP CROWBAR, DROP 
FLASHLIGHT, TOUCH WIRES, DRIVE HOME, 
SAVE DATA, LOAD PART 3. 

Part 3- tune in next issue 
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LEVEL 9 GAME PLAYING HINTS 





Gregory Quinn and Andrew Harrison have produced some help to aid those stuck in level 9 
adventures. This issue we print their help on Return to Eden, Red Moon, and Price of Magik. 


RETURN TO EDEN 


1) Get killed by the blast? In the stratoglider control room, Go in, Wear the radsuit and get 

compass, Geiger counter, Out, Out, East to molehill, Dig, D, D, D, E, S, Stay in here to survive blast. 
2) Get killed when you go up to the surface after the blast? Use the geiger counter. 

3) Can't carry more? Eat bean. 

4) Can't cross river? Use the stem and tubers. 

5) Can't get back up cliff? Pull balloon. 

6) Can't swim underwater? Need stone fruit and air seed. 

7) Can't answer riddles to raise money? 



















Answers are: 
Legs belong to Man 

The genie is a computer 
Rich man wants nothing 
Cold blooded things are trees 
The blind God is love 

You all know gossip 

Healer is Time 

The unfelt thing is Life 

Pet is Fire 

8) Can't enter room of twisty roots? You need the roots from the forest 
9) Can't get past barrier? Tear washing powder. 

10) Don't know what to do when you reach the control room? 
You need the radcom. 

To get full points do each of the following: 

Dig Mole Hole, Survive Blast, Grow House Plant, Feed Levia 
Eat Pill, Grow Para-shoot, Mend Bench, Freeze Quagmire, 
Destroy Fence, Destroy Mines, Bypass Big 
Robot,Recover Credit card, Get Ticket, Buy 
Koala, Buy Habihome, Become Mayor, 
ReachSpace Station, Escape Habiviron, 
Travel to Snowball, Reach Control 

room with Radcom. 
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RED MOON 


1) To drain the lake insert the handle (examine 
bushes beside lake) into the square hole and turn. 
2) Can't get across the chasm? Get the acorn 
(search leaves, SE, E, E, from circular lamplit 
room) drop it at the chasm and read the scroll 
(W of straw filled room). 

3) Can't get past the dog? From the castle 
entrance go E, E, SE, N, E, and get the meat; 
then go to the Sanctum of Alchemy and give 
Nezzon 3 things (as useless as possible) then 
buy everything (chalk & pills) insert the pills 
into the meat and give it to the dog. 





4) Can't get past the Acid? Drop the chalk. 

5) Can't get past the red line? Rub it out. 

6) Can't kill the mummy? Say obis, say ollabin for dust. 

7) Can't go into the metal room? Wear the wellington boots found in the rubber room. 

8) Can't survive underwater? You need the flask (windy store room), gas mask (beyond the tiny 
door) and the tubing (from windy store room go down and due south). 

9) Can't get through the tiny door? You must shrink by eating the mushroom (E, E, SE from the 


forge). 
10) Can't get past the dragons? Wave the fan (stunningly fantastic chamber). 
11) To get past flashing lights: Cast extinguish lights (spell focus is the fan). 








PRICE OF MAGIK 
P 

1) Keep getting older? Touch the red moon twice to aati s Be” 
become young. 
2) Can't get past curtain? Cut it with any weapon. 
3) Can't get through the gate? Cast fly at yourself. 
4) Weight kills you? Cast fly at weight before taking 
talisman. ‘ee, 
5) Bury bones and knucklebone and skull to get armour. a oa. “| 
6) Give robes to Golem for chain mail. 
7) Cast fin at me to tum into a fish and read plaque. 
8) Rub eyebright into eyes to see in the dark. 
9) Cast see to find secret exits in misty room. 
10) To keep werewolf away use the wolfsbane. 
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WIZ - BIZ 
This game gets the Walter Pooley treatment 
as played on a Spectrum. 
After playing through LIFE TERM by the same 
author, I was a little apprehensive about Wiz Biz, 

















but a vast improvement awaited me. The game is 
about a Wizards night out on the town at the 
local Dog and Duck; needless to say, you get a 
little inebriated and tumed one of your 
wizard mates into a Pink Salamander. 
He was not pleased, and you come to in 
Mike's (that's your mate) castle. 
The plot is for you to escape, read on. 
There are a few sub plots for amusement which 
don't effect the game play, so I will give you the 
solution to the main adventure, and leave you to find the frills. 
From the start you awake in a smelly dungeon, there is a can of lager handy so, GET LAGER, OPEN 
CAN, DRINK LAGER (you remember a name Trool), CALL TROOL, (Trool appears and helps you 
on your way, you can now go) UP (out of the dungeon) NORTH, EAST, GET KEY, EAST, EAST, 
EAST, EAST (brings you to the kitchen), SOUTH, GET LONG ROD, NORTH, NORTH, NORTH, 
NORTH (into the garden) GET PROP, SOUTH, VAULT WALL (takes you to the river bank) 
NORTH/EAST, FISH (will catch you an old sock) GET SOCK, WEST (brings you back into the 
garden) SOUTH, SOUTH, EAST (takes you into the east chapel) SOUTH/EAST, GET BOW, 
NORTH/WEST, NORTH (back into the garden) NORTH, NORTH, NORTH, WEST, WEST (your 
way is now barred by a dog) DROP SOCK (gets rid of him) OPEN WARDROBE, GET FROCK, 
DOWN (takes you to the ladies chapel) SOUTH, EAST, NORTH, NORTH/WEST, WEST (into 
the short hall) GET BOOK (It's a spell book). 
SOUTH/WEST, SOUTH, DOWN, EAST, EAST, EAST, NORTH, NORTH, NORTH, NORTH, 
WEST, WEST, WEST (takes you into the minstrels gallery, reading the spell book tells you it has 
two spells) STUDY 2ND, (zaps you up to the tower) GET VIOLIN, DESTROY 2ND (takes you 
back to the ladies chapel) SOUTH, WEST, DOWN, EAST, EAST, EAST, NORTH, NORTH, 
NORTH, NORTH, WEST, WEST, (brings you back to the great hall) UP (brings you to a greater 
hall with a sleeping dragon) PLAY FLIGHT (of the bumble bee) (Mike appears) LOOK (and 
you are zapped back to the garden) VAULT WALL, SOUTH/EAST, DOWN, NORTH, EAST 
(should bring you to Lady Violets Kingdom) CALL LADY VIOLET (twice) , (when she appears) 
GIVE FROCK, and that's it FINISH. 
Remember this is just a direct solution, there are quite a few sub plots to discover with a fair 
amount of humour sprinkled around, use the object list together with this solution for further 
enjoyment. 
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WIZ BIZ Objects and Uses Courtesy of Walter Pooley 
TOKEN Insert in slot in Gargoyle for a clue. 
FROCK Finishes the adventure when you drop it by Lady Violet. 
KEY Opens wardrobe 
SOCK Drop it by the dog to pass 
POKER What else but poke the fire, Poke the fire in the Long Hall (Fire Demon 
DREAM WEED Fill the pipe with it and give it to the guard to pass him. 
PIPE See dream weed. 
SODA SYPHON Fills the balloon with water. 
BALLOONS Fill with water and give to wood nymph. (You get the 
LONG ROD Fishing Rod, use it by the river to get the sock. 
SHORT ROD Wand, Turns you purple if you wave it. 
NEWSPAPER Gets rid of the three ugly ogres if you drop it by them. 
SPELL BOOK Contains two spells, 1st you get rained on from a great height, 2nd gets you into the 
tower. 
CAN OF LAGER At the start, drink it to progress. 
BREAD ROLL, SAUSAGES, MUSTARD, FRYING PAN You can make a hotdog. 
HOTDOG The fire demon is hungry, feed him. 
VIOLIN AND BOW Play it to wake the dragon. (He likes Flight of the Bumble Bee) 
SEEDS Plant them. 
VACUUM CLEANER Gets rid of rain cloud and spectre. 
LIGHTER Lights pipe. 
EARRINGS Give to water demon. 
CLOTHES PROP Usc it to vault garden wall. 
TOILET The water demon is down there. 
FIRE DEMON Pokc fire in long hall for him to appear. 
WATER DEMON gives you a clue when you give him the earrings. 
GARGOYLE Insert the token to get a clue. 
SLEEPING DRAGON See violin and bow. 
GAS COOKER Make your hot dog on it. 
GUARD See dream weed. 
OAK DOOR Don't bother, it leads to Mike's room, (wake the dragon), 
WOOD NYMPH See balloons. 
WARDROBE Contains frock and seeds (see key) 
DOG Sce sock. 
WALL See clothes prop. 
LADY VIOLET When she appears in the garden give her the frock 
FROG Kiss it, if you like that sort of thing! 
PANDORAS BOX Open it to find the seeds. 
There is one command you need when you come to fill the pipe: INSERT WEED IN PIPE’ 






earrings) 
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The 
World 
of 
Words 


introduced 
by 

Keith 
Adam é 


In this column, I have attempted to provide some of the things that I think vou the Fantasy Book 
reader, would like to see and read about, Reviews, News and Opinions. But what do you really 
want? Do you want to know more about the Authors? More news on books due out? Readers own 
short stories? Or does your opinion differ from mine? Did you think that the book I raved about is 
trash? Or did I belittle what you believe is the greatest book this decade? Whatever it is, 

whatever your opinion, let me know. (The opinions expressed in the following article and reviews 
are my own personal views and are not necessarily those of the publishers of the Handbook). 

Who reads Fantasy Books? 

The opinion in the office where I work, is that I must be a bit 'weird or a ‘screwball’ or somesuch 
because of all these ‘funny’ and ‘odd’ books that I read. And yet, no-one would bat an eyelid if I 
were to produce the latest Jeffery Archer blockbuster on the 'Downfall of a Politician’ or Virginia 
Andrews latest novel in the long line of novels about the Children, Aunts, Uncles and various 

other sundry relatives locked away in an attic for years. 

Looking in the Bookshops, I see romantic novels cuddling up to each other on the shelves, all the 
latest ‘epic, blockbuster, especially-made-for-TV' novelisations, War novels battling for space, 
mystery and murder novels stabbing each other in the back, all after the best sales. But what 

about Fantasy books! Where are they? Nowhere in sight, that’s for sure! 

The opinion of the general public at large and a vast majority of Bookshop owncrs, is that these 
people who read Fantasy books are uncommon and really odd characters. THIS IS NOT THE 
CASE. We who read these books, are perfectly sane people (well, reasonably sane!), definitely 





likeable and come from all walks of life (eg. Dwarf miners, Apprentice Wizards etc.) 

So next time someone asks you, with a note of scom in their voice, ‘Who reads Fantasy Books?’ do 
not hang your head in shame, or hide behind the nearest 6ft Troll, but instead, draw your sword, 
sharpen your axe, recall the spell, and reply: 'I DO’. 
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Favourite Authors 

With so many established and up-and-coming authors writing Fantasy nowadays, everyone will 
have their own personal favourite authors. These are my personal choices: 

JR R Tolkien, Katherine Kurtz - for The Deryni Novels, David Eddings - for The Belgariad, Louise 
Cooper - for The Time Master Trilogy, Weis/Hickman - for The Dragonlance Novels 

I do not believe that everyone will feel as I do. Who are your favourite authors? And why? 

And now onto some book reviews. 


Guardians of the West - David Eddings Book One of The Malloreon 
Transworld Publishers £9.95 , 430 Pages. 


This is the first book of an eagerly awaited new quintology from the author of The Belgariad. 

It is a continuation of the adventures of the young Sorccror-King Belgarion, and the many 
companions whom he gathered on the quest for the ‘Orb of Aldur’ which tale is related in The 
Belgariad. The first few chapters of the book tell of the characters lives after the Defeat of the 

Evil, God Torak and the peace which settles on the Lands of the West over the following years. But 
soon that peace is shattered when the Evil Prophecy takes new form in distant lands and once 

again, Belgarion is embroiled in a perilous Quest. 

I was especially pleased when this book was published, as the author has created an interesting, 
lively, and magical world in which his characters move. His ‘theory’ of Magic, The Will and The 
Word, is an original and above all, viable concept, which helps you feel that this is a true tale and 
this world could really exist. 

Many of the old characters are back along with some new ones being introduced to ensure the 
storyline is kept lively and fresh. The story docs begin a trifle slowly, but develops well. 

The Malloreon will consist of: Guardians of the West, King of the Murgos, Demon Lord of Karanda, 
Sorceress of Darshiva, The Secress of Kell. 


Knight Life - Peter David, 
Ace Fantasy, 193 Pages 


King Arthur and Merlin retum after 1500 years in ensorcelled captivity. Unfortunately, they 
return to New York City, Arthur's armour is looking a bit outdated, and Merlin is now an eight 
year old kid. So, what does the ‘Once and Future King’ do in New York? Naturally he runs for 
Mayor!! This is a reasonably entertaining book, and certainly some of the episodes are extremely 
witty. Sadly however, the author docs not appear too sure of his overall direction in the story. It 
is a Hybrid. Part comedy, partly a modem retelling of the Arthurian legends, partly Good versus 
Evil, but the individual parts do not melt together as well as they could have. 

Currently only available in an American edition from local Specialist Fantasy Bookshops, it is 
unlikely to be printed here, as it lacks the vital spark necessary to succeed in our, generally, 
more selective market. 
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Equal Rites - Terry Pratchett 
Gollancz Ltd. £9.95, 200 Pages 


This is the third book about the extraordinary Discworld, supported on the shoulders of four 
elephants who stand on the Great ATuin, The World Turtle. 

It relates the tale of Eskarina Smith who is the Eighth Son of an Eighth Son, (except that she is a 
Daughter!) who inherits an unusual magical staff from the dying Wizard Drum Billet and 
chronicles her attempts to enter the male chauvinistic, smoke-filled world of Unseen University 

(the home of all the greatest wizards and their apprentices). 

This book is as outrageously hilarious as you would expect from the author of The Colour of Magic, 
and The Light Fantastic. It makes for an extremely enjoyable read. You are bound to find yourself 
laughing out loud at the escapades of this new array of characters as they traverse the Discworld, 
and the scenes that you will envision as you stumble across a witch who has to bump-start a 
broomstick, the university library with an Orang-Utang as the librarian, and a university 

building which has to be comforted during a thunder-storm are sheer magic. 

Although it is not necessary to have read the two previous books set on the Discworld, you are 
better able to understand some of the references if you have done so. This book is currently only 
available in hardback version and so is, sadly, slightly expensive at £9.95, but hopefully the 
paperback version will be out soon. Buy it and have a Laugh. 


Forthcoming Attractions 

(books just out/due out soon) 

Susan Dexter-The Sword of Calandra 30th July 

David Eddings-Guardians of the West 7th August 
Lawrence Watt-Evans-The Book of Silence 3rd September 
Louise Cooper-Mirage 10th September 


Barbara Hambly-The Witches of Wenshar 10th September 
Judith Tarr-The Golden Horm 18th September 
Raymond Feist-A Darkness At Sethanon 8th October 


Michael Moorcock-The Chronicles of Corum 8th October 
Patricia Kennealy-The Throne of Scone 22nd October 
Piers Anthony-Shade of the Tree Sth November 

L Sprague de Camp-Goblin Tower 19th November 

All books listed above as Forthcoming Attractions are Paperback Versions. 





Well that's all for this issue. I hope you have enjoyed reading the column and that it has given 
all the Fantasy book readers out there some useful information for their future reading. Some 
of you may never have read a Fantasy book but please try one. You may well find that they 
complement your computer adventure games. After all many of the best known computer 
adventures are the game of the book! 
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Adventuring 
With The 
Phoenix 





= 


Firstly, let me say I hope you had a long and enjoyable summer break. I must personally apologize 
for any inconvenience caused by our good selves just prior to the summer break. The helpline 
went out of commission for a short period and I accept full responsibility, but these things 
happen!! To "back up" this helpline a number of fellow adventurers have kindly offered their 
services. Telephone numbers and availability will be published via this column from time to time. 
I would like to thank all those adventuring people who sent in help, far too many to mention 
individually, but you can rest assured that your contributions will help to serve the many people 
who contact me for help. 

I've been playing “Shadows of Mordor", “Frankenstein”, and "The Big Sleaze", and I must be 
honest, "Frankenstein" left the other two standing as far as entertainment value goes! Granted, the 
responses are a little on the slow side, but what a story!! 

I was sorry to learn that Ron Dawson decided to end the publication of "Insight" a few months 
back. This fanzine although aimed primarily at the Spectrum Adventurer, was an interesting 

little publication, introducing quite a few ‘unknown’ game writers to the adventuring public. One 
of those writers is Lee Hodgson of Tewkesbury whose “Book of the Dead" (Spectrum only at 
present) has since been taken up and released by CRL. I understand other versions of the game 
will follow.Time and space permitting, in future issues, I hope to run a profile on some of these 
new writers and take a look at some of their work. 

If you cast your minds back to an earlier issue you will, no doubt, remember that I mentioned the 
subject of mapping mazes. I believe the best approach to this is to lay down what is commonly 
referred to as "standard procedure" when mapping a maze, followed by a series of special 
procedures for specific mazes. We must also bear in mind that some mazes may be randomly 
generated and are virtually impossible to map! In these cases, step by step movements will be 
given (if I know them!!) to assist your progress into the adventure. It goes without saying that if 
you have successfully travelled a particularly infuriating maze in any adventure, then your 
contribution to this feature will be greatly appreciated! So, what is a maze? Basically it is a set 
of locations incorporated in to an adventure in an attempt to confuse the players sense of direction 
or whereabouts. Sometimes you may be lucky and find that movements in the opposite direction to 
your last move places you exactly where you were in the previous location. This type is, 
therefore, not so much a maze as a set of similarly described locations. The true maze places you 
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in a completely different location when you reverse your previous directional command, 
sometimes quite some considerable distance from where you thought you were!! 

Once you have established where the maze was first encountered, go through your game again and 
‘SAVE ' just prior to this stage. Now take stock of your inventory. 


PHOENIX EMERGENCY LINE 
ONLY TO BE USED SATURDAY AND SUNDAY 
BETWEEN 6PM AND 12 MIDNIGHT 
(Please be considerate and keep to these times 
or the service may have to be withdrawn) 


If you have any problems with an adventure then call the 
Phoenix who will be pleased to put your mind at rest.Although 
he cannot guarantee to answer every question he has covered 
hundreds of adventures and even ewhen he cannot personally 
answer the question he can usually put you in touch with 
someone who can help 


Telephone 0785 42660 


But please remember to stick to the times 





Standard Procedure 
The simplest way to successfully map a maze is to ‘drop’ one of your items in each location as you 
progress, collecting them by following your new map when you have completed the maze section of 
your adventure. You may be carrying only four or five items at this stage but, usually, this is 
enough. Be careful to retain your lamp as it may be dark in there, and if it isn't then maybe night 
will fall while you're in there!! Also any ‘fragile’ objects may need some form of ‘cushion’ before 
you drop them to prevent breakage. 

Let us assume a hyperthetical situation: 

You are carrying a sword, stick, knife, key and lamp. You are also ‘wearing’ a cloak. The maze 
consists of a (so far) unknown number of locations. 

When you reach your first maze location ‘drop’ the key and write the location description in your 
location box. This 'maze section’ of your map should be drawn on a seperate piece of paper to 

avoid confusion! 

Indicate also, all the visable exits from 
this location. Your first location 
should now be shown as 

in figure 1. 
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Fine! Now, leaving the key where it is, go WEST. Oh 


great We're lost, so it seems! Note the description of this LOST IN FOREST) 
new location and we find it to be almost exactly the same, Mag (Key) _ 


but without a key. Draw in this new location and your 


map should now conform to figure 2. [LOST IN FOREST | 


Now ‘drop the stick and write it down in this new location, 










noting the visible exits from here. Incidentally, you do not 
need to know the exits as this method works either way! We 


"= simply try to move in every possible direction until 
(Key) uccessful. Assuming you cannot go west, let's ty NORTH. 
py f you see a key then simply draw your directional line to join 
“= LOST IN FOREST the first location for the purpose of example, we see not a key, 
but a stick! You really haven't moved out of the location at 


all! Show this, leaving the stick where it is for now, on your 


maze map (fig 3). 

Now try NORTHEAST direction and you find a clearing. This, so far, is a completely different 
location description and there is no need in this case to drop an item in this location. But you 
should still note the visible exits where 









given. (fig 4). 












Now continue, using the 
adopted procedure until ALL 
maze locations have been shown 
and ALL directions followed. 
Our hyperthetical maze now 


CLEARING 


TLOST IN FOREST 
a (Key) Ee 
LOST IN FOREST |. 
] (Stick) B 


Looks quite complicated doesn't 
it? But study it closely. It really 
is quite simple!! 

You see, you could have been 
wandering around for hours, 

yet there are only four 

‘LOST IN THE FOREST' 
locations!! 












{LOST IN FORESTIg 
(Key) uy 

LOSTIN FOREST! 
(Stick) 






[Ost IN FOREST}: 
(Knife) 
LOST IN FOREST 
: (Cloak) 


Now follow your map and 
collect your dropped objects 
to carry on with your 
adventure. I only wish every 





maze situation was as simple 
as this. 
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Sometimes it is! Consider the latest ‘epic’ from Melbourne House - "Shadows of Mordor". The 
‘maze of sodden hillocks' consists of just three locations (fig 6) 


COLD GLOOMY 
MARSH bas 


: MAZE OF > 
SODDEN HILLOCKS 
PEP! 





Ze MAZE OF 
“gl SODDEN HILLOCKS 





You can see from the diagram that the majority of directions from each location do not actually 
take you anywhere! As a point of interest, this was mapped by adopting the 'standard procedure’. 
(Before the necessary action was taken to move the logs!!) 

Please remember that the foregoing exercise is only to introduce you to maze-mapping. In the 
main, mazes are extremely difficult with other factors to contend with, such as: 

a) Limited number of moves. 

b) Darkness. 

c) Randomly allocated directions. 

d) Your dropped objects being covered or washed away! 

I shall be detailing some of these difficult mazes in future issues. 

All that remains, this issue, is for me to wish you a successful month's adventuring and I look 
forward to hearing of your successes and problems. 









Appeals Box - 


f you" ‘have a any Jnfoonation on the games detailed below, please send it 
to the: Phoenix C/O What. Naw? so that he can. help. 



















Lo nmist (nfocom 


ast e Blackstar (any version) : 
emple ¢ of Terror (Adventuresol 








Helpline Extra 
Don't forget, as well as the Phoenix helpline, Walter Pooley also offers help for Spectrum 
adventurers (see Issue 1 for details). This issue another Spectrum adventurer offers help. 
Tum to page 75 for details 
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KILLED UNTIL DEAD 


Following on from Issue 1 we continue with the solutions to Mysteries 4-6 as supplied by 
Gregory Quinn and Andrew Harrison 


Mystery 4 - Hold the Mustard. 
Break-Ins: Answers to trivia questions. 
Sydney's Room: Rasputin was murdered by 
being? 

A: Poisoned, shot twice and drowned. 


Claudia's Room: Where did Neil Young ‘shoot 


his baby’? 

A: Down by the river. 

Mike's Room: Arsenic poisoning in a corpse 
can be detected by? 

A: Analysing the hair and nails. 

Agatha's Room: Who played TV Private Eye 
Richard Diamond's secretary? 

A: Mary Tyler Moore. 

Peter's Room: One, two, three, who shot Mr. 
Lee? 

A: The Bobettes. 

Meetings. 

Sydney will meet Agatha in the Library at 
3:00 

Mike will meet Peter in the Foyer at 3:30 
Peter will meet Sydney on the Patio at 4:30 
Agatha will meet Claudia in the Hall at 5:30 
Your phone calls, what to ask. 

Mike: It's about those slippers Mike. 
Sydney: Is that Chateau de Bubble? 
Claudia: Expecting an offer you can't refuse? 
Peter: Is that Mike's room key? 

Agatha: Is that matchmaking book useful? 
Solution. 

1) LHID is the murderer. 

2) ODSDQ is the victim. 

3) The JMHED is the weapon used. 

4) It will happen in ZFZSGZ'R room. 

5) The motive is: because ODSDR was 
AKZBJLZHKHMF you. 


Mystery 5S - Banana Follies 

Break-Ins: Answer to trivia questions. 
Sydney's Room: What did Noo Wolfe do for 
exercise? 

A: Backgammon. 

Claudia's Room: Who was Sherlock Holmes 
smarter, younger brother? 

A: No-one. 

Mike's Room: 'We may be rats, crooks and 
murderers but we're still Americans’ 

A: Seven Miles from Alkatraz. 

Agatha's Room: Who was the announcer for 
the TV series ‘Martin Kane, Private Eye’? 
A: Walter Crondike. 

Peter's Room: Who was Perry Mason's 
sidekick? 

A: Paul Drake. 

Meetings. 


Sydney will meet Agatha in the Library at 
4:00 





Mike will meet Agatha in the Hall at 5:00 
Peter will meet Claudia in the foyer at 5:00 
Sydney will meet Claudia in the Library at 
6:00 

Your phone calls, what to ask. 

Mike: You've got a little zip in your wniting? 
Sydney: Could you pass the Chimp dip? 
Claudia: Is Sydney meeting you in the 
Library? 

Peter: Second banana at award time, eh? 
Agatha: Are you going bananas? 

Solution. 

1) ZFZSGZ is the murderer. 

2) LHID is the victim. 

3) the ONHRNM is the weapon used. 

4) It will happen in LHJD'R room. 

5) The motive is: because you wanted LHJD'R 
BGHLO YHOOX 


Mystery 6 - A Case for the Birds. 
Break-Ins: Answer to trivia questions. 
Sydney's Room: The citizens of what US state 
are least likely to be murdered? 

A: Vermont 

Claudia's Room: Who played the Private Eye 
Sam Spade in the Maltese Falcon? 

A: Humphrey Bogart. 
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Mike's Room: Who played Norman Bates's 
mother in Hitchcocks' 'Psycho"? 

A: Tony Perkins. 

Agatha's Room: Who confessed to killing Cock 
Robin and what was the murder weapon? 

A: Sparrow/Arrow. 

Peter's Room: In 1819, how many offences 
were punishable by death in England? 

A: 222 

Meetings. 

Peter will meet Claudia in the Foyer at 3:30 
Mike will meet Sydney in the Library at 4:30 
Claudia will meet Mike in Claudia's room at 
5:30 

Your phone calls, what to ask. 





ydn 
laudia: You do some explosive reading! 
eter: Eat quiche while bird watching? 
Agatha: What do you have against Slyrests? 
Solution. 

1) BKZTCHZ is the murderer. 

2) LHID is the victim. 

3) The ANLA is the weapon used. 

4) It will happen in LHJH'R room. 

5) The motive is: because he AKDV_ your 
ANZ away. 


Are you planning a goose dinner? 
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PRINCE OF TYNDAL 

Early hints on play courtesy of Gregory Quinn and Andrew Harrison. 

1) Examine field, with birds to find a scarecrow. 

2) Examine altar to find a hook. 

3) If you take the candle out of the hut with you after a few moves, it will melt and you will have 
some wax. 

4) You can blow out the candle. 

5) You can burn the rope with the candle. I don't think that’s of much use but! 

6) Break scarecrow to get a pole and some rags. 


CURSE OF CROWLEY MANOR 

To get the handaxe and letter opener, try making growth and cating plate of delicious food. To 
open the rosemary chest, use the letter opener to undo screws. Look driver in the taxi to find the 
vial. Drop the crystal ball when you're in the Silver room; the crystal ball should be in the desk 
in the study. Try chopping the plywood wall with the handaxe. To get past the monster, make sure 
you don't miss anything in your travels from Scotland Yard. 

DODGY GEEZERS 

Whilst at the greyhound track you should bet on ‘things in bags’. You will discover the manhole 
cover by lifting the carpet in the managers office. 

ESCAPE FROM TRAMM 

If you are dying in the icy river look for a path. Having problems escaping from the cell - what 
might look like a problem is really the solution! 


FANTASTIC FOUR 

Talk to the Chief Examiner to get past him. If Thing keeps getting killed in the tarpit, hold breath 
before you sink, then wait while you sink, then eventually feel around. Smoke cover will shield 
you from the death-ray. 


LABYRINTHS OF LA COSHE 

Try going through the waterfall at the beginning. If you can't get light or objects through the 
crack, you should go up from the room west of the crack and drop all your objects, then go through 
the crack and get lamp and light it. To find the trident, go to the square room and rub the mirror, 
then go south twice, down three times, then west and up. 


PHILOSOPHERS STONE 
It would seem that to get out of the town, you need to hypnotise the guards by using the amulet, 
which apparently is given to you by the old woman in return for finding her cat Felix. 
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MATT LUCAS 

Help courtesy of A Edney 

To open the safe: Dial 685743 

To board the boat and not be killed by the dogs: carry the meat. To start the boat: you need petrol. 
Carry the container and tube and go to the petrol station. Insert the tube into the petrol tank and 
suck the tube to get a full container of petrol. Go back to the boat and it will fill up automatically. 
To get the ignition key go to Joe's place and knock. Turn the picture and the key will be taped to 
the wall. Just insert it into the ignition. 

To stop the drugpusher in his flat: shoot him. 

If you are tired: rest 

The route for the sea locations is: S, S, E, E, S, S, W, .S, W, S, S 

If arrows are shot at you: duck 

The porcupines are troubling you: shout to wake them up 

Thirst is a problem on the island: forget it 

Nowhere else to go on island: tap gravestone and the password is OUT 

Hungry: eat the bar of chocolate 

You have not found the bar of chocolate: kick the machine in the police station 

To free John Harpinger: drop the weight and the cage will be raised. 


LABYRINTHS OF LA COSHE 

Stuck in the Labyrinths? Anthony Gordon has help: 

1) To get started you will have to go THROUGH the WATERFALL to the grotto. To get objects into 
the cave next door, you need to drop them through the hole in the chamber above, but, for an 
alternative approach, see below. 

2) You will find it useful in this game to jump to locations by room number and in some cases, by 
name. To be able to do this, enter your name as SUPREME CHEATER and wear the necklace of 
numbers. Useful jumps are JUMP GROTTO and JUMP TROLL. The latter avoids the problem 
mentioned in 1 above. 

3) The game borrows a lot of ideas from Zork. Therefore, the egg must be opened by the light 
fingered thief. Simply leave it in his lair. 


SECRET SAM 1 

Anthony Gordon provides a much needed hint: 

To successfully REMOVE GRATING you must have the screwdriver with you and the agent must be 
present. 

SECRET SAM 2 

A hint to help from Anthony Gordon: 

To get started, examine the traffic lights and note their colour. Then go to the phone box and 

press the button corresponding to the noted colour. This will get you a key which can be used to 
unlock three doors. 
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Dodgy Geezers 


A guided tour to the perfect crime - by JR Barnsley. 








-. 
iwi 


Part One was ' 2 Cy 

Study the accompanying maps and, shortly, we're gonna pull off the crime of the month. You 
should bear in mind that ‘timing’ is an essential element of this adventure - you must be in the 

right place at the right time with the right equipment. We use the command 'HANG ABOUT' as 
opposed to 'WAIT' and I'm afraid there is a lot of this! The plot unfolds on a Friday morning with 
your release from prison. Leave your cell immediately and go to the Visitor's Room. If you go to 
the Governor's Office first then you will miss Bullet Proof George. A second visit to the Governor 
means a second stretch!! George will hand you a slip of paper with Ken's telephone number. Make 
your way to the Korner Kaff, which is due south of Electricity Street. Ignore the fire extinguisher. 

If you have READ the slip of paper you know who to phone - time for a precise input!! (PHONE 943 
9999) The person you want is obviously Ken. Listen to him carefully and he will give you a tip 

for the dog track. Now whizz down to the Dog Track Grandstand where you will meet a chap called 
Tweedle. When he promptly asks you, of all people, for a tip tell him THING IN BAGS’. Be careful 
here! If you decided to give a miss to phoning Ken and assume the winner is Things In Bags then it 
will lose! Right, after it has won the race, Tweedle is that pleased that he asks you to join him 

later for a drink. 

Go along to the former Fish Packing Dock where you will see Tweedle's boozer, to the north. If it is 
closed, 'HANG ABOUT ' then go in. Tweedle buys you a drink, splits the race winnings with you 
and gives you some useful information. Go to the Builder's Yard where you will notice George, in 
his new job, digging a trench with a pickaxe. Now, you need that pickaxe! What you must do here 
is 'HANG ABOUT’ until you are told that it is tea break. The workmen leave their tools and wander 
off, giving you just enough time to nick that pickaxe. As soon as you get it go to the adjacent 
deserted road. Hang about here, where you will shortly see a bullion truck driving south-east. 

Drop your money and pickaxe here for now and proceed to the Frog and Peach. Find the Snug Bar 
and get hold of the box of matches. On the box you will see the name of the Swordfish Club. 

Go to the dark alley where you see warehouses to the south. Tweedle will join you here. As you go 
south, inside the warehouse, you will hear a ‘motor’ draw up outside. You must now 'HIDE' and you 
will hear a CB message. Now examine the warehouse and LIFT the tarpaulin to find some crates. 
They are stamped with the name of a Spanish bank. Open the crate and it is full of nails!! At this 
point Tweedle will advise you to leave things as you found them. 

Go back to the deserted road and collect the money you left there earlier. Around now it should be 
Friday evening so nip along to the top of the fire escape alongside the nightclub and ‘ENTER 
NIGHTCLUB’. You can't just walk in, and a hatch will open in the door, a voice asks you for the 
password. Quote the name on the matchbox and you're now inside. 

There's a geezer called Soapy here who looks as though he needs a drink, so "BUY ROUND’. He will 
ask you what you found at the warchouse - tell him what was in the crates. Buy another round and 
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you learn that this Soapy chap used to work for Perrier in the security section at the bank. He 

goes on to tell you that he was sacked for dealing with the Mafia! Keep at it and buy another 
round. You will be invited to join Soapy, out of earshot, in the next room. Go EAST to the Function 
Room with Soapy. Buy a round and the now intoxicated Soapy mentions the sewers. Buy the final 
round now and Twecdle will take the ‘legless’ Soapy home! 

You should now make your way to the Amusement Arcade and HANG ABOUT (until you are 
informed that it is now Friday night). Continue to hang about and you will suddenly see a flash of 
mirror shades as Mr Video briefly appears. 

Now go to the graveyard behind St Jude's Church and if you've timed it right, you will hear 
Cracker and Tweedle talking about a ‘sewer maze’ but, on spotting you, they slink off. Go to the 
Service Station. You only need the wirecutters from here, if you try to take anything else you will 
set off an alarm! Get the cutters and, to be on the safe side, 'HIDE CUTTERS'! Return to Porkpie 
Parade and hang about until Saturday moming. Then go to the Pet Shop. A quick examination of 
the shop will reveal some 'Doggi Snooze' pills. When you've got the pills make your way to the 
library. The librarian will ask if he can help you so tell him "YES'. You need information on 
sewers. When he gives you the book 'READ' it to obtain details of the sewer system, which, 
according to the book, is somewhere south of Terminal Street. You can, and must, walk out of the 
library with the book and no-one stops you! No ticket, signature or anything!! 

You should go to Electricity Street and hang about until you are able to go west into the Frog and 
Peach. Go to the public bar where you will hear the "dog 'n' bone" - cockney slang for phone. 
Answer it then you will learn that someone wants to meet you at the Snooker Hall. 

Make your way to the Snooker Hall, collecting the pickaxe from the deserted road en route. Well, 
if it ain't Mr Video wondering if you are planning a caper!! YES, of course you are! Mr Video tells 
you the boys will be in the alley later on. Shortly, it will be Saturday afternoon so go to the dark 
alley location that is littered with boxes and bottles, etc. You must now hang about many times 
until Saturday evening. Continue to hang about for approximately five more times and you will be 
joined by the rest of the boys. Twecdle will make a comment about the sewer book you are 
carrying and will ask you to choose your accomplices on this caper. 

This is near the end of Part One so be very careful to choose wisely. Consider your requirements. 
A getaway driver, someone who has inside information and an electronics expert. Forget Cracker, 
he'll be too clumsy! Twecdle is still a useless ‘kid’, so the choice is simple!! 

Tricks - for your getaway, you had an idea of his driving ability at the warehouse, didn't you! 
Soapy - obvious that! Finally Mr Video - by the way, don't input the dot between Mr and Video- 
the computer won't respond! 

Right, that's your team selected and you will now be asked to save game and load Part Two. A 
password will now be given. Everytime I have played this game the word has always been VERT 
ETEP - but it may change, so note it before you save Part One! 

Part Two 

Type in the password you obtained at the end of Part One and load in your saved game. 
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You will find you are still in the same location and, to remind you, you are now carrying the 
wirecutters, pickaxe, piece of paper, sewer book, matches and pills. 

Go to Terminal Street and cut the fence to enter the Car Breakers Yard. Two dead ringers for 
Scooby Doo now confront you!! Drop the pills and go into the Yard Manager's Office. If you 
examine this hut you'll notice the carpet - LIFT it. You've found a manhole cover, and because the 
others are here to help you, it is now possible to LIFT COVER. This is your access to the sewers. 
It's worth noting here that usually in a sewer, disused or otherwise, it is dangerous to use a naked 
flame for obvious reasons. However, it seems to be OK for the purposes of adventuring!!: Now you 
must be aware that you have just six moves_to locate and light a lamp! 

DOWN - LIGHT MATCH - DOWN - WEST - TAKE LAMP - LIGHT LAMP. 

the correct route to follow through the sewers is: 

DOWN - DOWN - WEST - NORTH - EAST - UP - UP -EAST - NORTH. 

Soapy will now tell you that he reckons you're under the bank and will dig a hole above you. A 
tusty grating is uncovered. PUSH this grating and go up into the corridor of the bank. Continue 
north to Perrier's office. An examination of the office and shelves reveals a diary, but you will be 
unable to reach it. You must gain access by that skylight! Go back south and down through the 
grating. The next route through the sewers is: 

SOUTH - WEST - DOWN - DOWN - WEST - WEST - UP. 

Open this next grating and go up to the rear of the bank. Go east and you'll notice a workman's 
ladder. The workmen are all off for the weekend. Up twice and east twice to the skylight location. 
Open it and take and read the diary. Interesting, eh?!! 

Right, REPLACE the diary and don't forget to close the skylight. Make your way back to the 
grating at the rear of the bank. Go down and CLOSE the grating. The route back to the grating is: 
DOWN - EAST - EAST - UP - UP - EAST - NORTH. 

Get the pickaxe again, where Soapy dropped it, and go up in to the corridor and CLOSE this grating. 
Proceed to the cupboard and get the trolley - gold is heavy!! Take the trolly to outside the vault in 
the corridor. Hang about and Mr Video will ask you if you want him to take care of the vault. YES 
indeed you do! He will open the door with his customised joystick. 

You can now ENTER the vault and an examination of the crates gives the impression that they are 
the same as those you saw in the warehouse, until you OPEN one of them! This is the twist!! 
CLOSE the crates and Soapy and Mr Video will ask you if you want them to load the gold. NO. You 
will first replace these crates of gold with the crates of nails from the warehouse. That way, no 

one will be any the wiser for a while!! 

Tell the others to COLLECT NAILS and the switching process will be complete. 

Take the trolley out of the vault, remembering to CLOSE VAULT and leave the trolley back in the 
cupboard where you found it. Go through the bank to the foyer and Tricks will tell you that the 
coast is clear. Go EAST and GET IN VAN. Youre going to the DOCKS. You arrive there on Monday 
morning and there is now a fully equipped Italian yacht waiting for you. GET OUT OF VAN and the 
gang stow your crates on board the yacht. BOARD the yacht and you'll notice a newspaper. READ 
it to see the final message!! 
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Notes 

1) Information on characters can be gleaned from posters throughout the area. 

2) If you hang around in the warchouse you'll be coshed. 

3) It is possible to get into the Car Breaker's Yard before you have assembled your gang, but you 
will have no-one to help you lift the manhole cover in the office. 

4) The safe combination on Perricr's desk is for last weck!! 

5) If you just take the crates of gold, without making the switch first, you'll be ambushed by a 
Ferrari full of hoods and your car will be riddled with bullets. 

6) Don't carry the money around unnecessarily or you'll be mugged! 
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Not another football manager type game I groaned when the big chief at H+D handed me this game. 
The next thing I was shown was the list of features that this game was alleged to have. The 

features range from three skill levels to FA cup and U.E.FA. competitions to testimonials and 
manager approaches. After you have loaded the game, you have to choose which team you are going 
to manage. If the team of your choice is not in the 80 teams provided, then you can edit the teams 

to your own choice of teams. There are four leagues with twenty teams in each. Which ever team 
you choose, they will start in the fourth division. 

Put aside quite a bit of time because to play a season will take about three hour continuous play. 
The game takes the form of a text only game which I was a little perturbed about, because I like to 
have a bit of action thrown in for good measure, and it made all the difference to one of my 
favourites, ‘Football Manager’, but the playing screens are very reminiscent of Headcoach, the 
American Football simulation. 

When you select your team to play the next match, you are shown a screen with your Ist team of 12 
players and up to 8 reserves. You can enter the transfer market and then you wili be shown the 
players who are for sale that week and the rating which range from average to world class and you 
have to make realistic bids. There are other options such as you can gamble some of the clubs 
money on things like winning the FA cup, to gaining promotion. You can hire people such as a 
scouts and coach's plus you have a youth team, and from time to time members of the youth team 
may make it to the senior team. You can buy and sell shares but don't sell too many or you will be 
out of a job, and a good idea is to insure the team against any injuries. Your game could be 
postponed, then you would have to play two games in a week, and suffer any obvious side effects. 
If all goes badly, you could give your team extra training on what they're weak at, but this does 

not always work for the best. 

There is a fixture list with all your results on it, and you can visit that very nice man the Bank 
Manager, and here, you can ask for a loan or even a mortgage on your ground. Really a case of high 
financing with this one. Playing the match takes the form of a text commentary, a la The Boss and 
shows you the goal scorers and times. 

This is not a bad game, but I think that D+H games have tried to put too much into this game, which 
could make it that you could find yourself getting fed up after a season or two if you're not a keen 
football fan. Nevertheless a nice release. 


Football Director: The Scores 
Graphics N/A Value for Money 60% 
Playability 67% What Now? Rating 62% 


Addictiveness 59% 
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Described as a ‘strategic role-playing game’, Autoduel casts you, in the role of an autoduellist who 
has to win fame, fortune and prestige on the freeways of the future ‘where the right of way goes to 
the biggest guns’. First impressions of the game are good. Upon booting the game disk, the player 
is asked to choose between joystick or mouse control, playing with one or two drivers, continuing 
with present driver, activating an old driver, or creating a new driver. 

If the 'new game’ option is chosen then the player assigns a name to the character and distributes 
50 points between driving skill, marksmanship and mechanical ability (needed in order to salvage 
ammunition and parts from defeated opponents). 

The best way to start the game, after buying body armour out of your initial endownment of 
$2,000, is to go down to the local arena on ‘amateur night’ and gain an arena victory and a few 
prestige points. Indeed, you must gain these prestige points initially because as an unknown with 
a prestige of 0, you will not be offered any work as a courier. 

However, it is on amateur night that doubts first set in, for it is extremely difficult to win a 
contest. When I eventually did gain a victory, I immediately ‘saved’ the hero and vowed never to 
enter another contest! 

The next part of the game is the designing and building of a vehicle. To build the vehicle, you 
need money and, unfortunately, this aspect of the game is handled poorly by the game designers. 
The acquisition of money should be an integral part of the game but it can be bypassed by playing 
cards in Atlantic City. Cars can be built to the player's own specifications at the Assembly Plant. 
The principal variables are body type, chassis, suspension, power plant, tyres, weapons and 
armour, and there are also overall cost(!) and space/weight constraints to be considered. The 
various weapons available include machine guns, rocket launchers and lasers. 

The game is actually played on two separate screen displays. The ‘city’ display shows a plan view 
of whichever city the player happens to be in, whilst the ‘driving’ display consists of a central 
main screen showing the player's vehicle in the middle and the surrounding road and fields and 
opponents’ vehicles when they are a few vehicle lengths away. A radar and speedometer are 
provided undemeath the main screen along with the damage points remaining on the power plant 
and driver. Both screen displays are neat, compact and easy to read, but the graphics are rather 
crude. The scrolling on the driving display in particular is very J-E-R-K-Y. 

Autoduel plays well and becomes extremely addictive. Designing a ‘good’ vehicle, for example, is 
no easy matter but is paramount once the player reaches 20 or so prestige points, for it is then 


that the game starts in earnest as you have to go further and further afield. 











Graphics 46% Addictiveness 83% — Value for Money 86% 
Playability 74% Lastability 88% What Now? Rating 84% 
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INSPECTOR FLUKEIT 
Alf Baldwin has been enjoying this game on his Spectrum, 

and he includes some early help: 

BLUNDERS: Your side-kick, very accident prone and useful if you want 
anything broken, eg. vase in dining room and trunk in Guest Bedroom. 
POLICEMAN: Found in Scunsdale Road, patrols north and south. 
He will give you his whistle if you ask him for it. 

PORKINS: The butler in Radley mansion. Not a nice character, reads 
dirty magazines. Carries the ransom note which was addressed to him. 
THE MAID: In Radley Mansion. Carrics a feather duster, useful for, 
tickling people. 

THE GHOST: Wanders around the Mansion, does not seem to be 
of any use so far. 

THE COOK: In the kitchen, does not seem to be much help, and 
gets mad if you leave the fridge open (end of game). 

THE GARDENER: Carries the shears. Refuses to give them to you, but will drop 

them if tickled. 

LOCATIONS. 

YOUR STUDY: EXAM DESK, OPEN DRAWER, GET MAP, EXAM MAP (Blunders arrives and 
tells you, you have been asked to investigate the kidnapping of Professor Mundle), OPEN 

DOOR AND GO E. Later: When you retum from Radley Mansion, you sec a letter (does not 

appear until many moves later). The letter says "I have knowledge which you might find 

useful. Meet me in the Cregley Arms in Cregley". It is unsigned. 

SCUNSDALE ROAD:Ask policeman to give you his whistle. 

BLUNDERS CAR: ENTER CAR, GIVE MAP TO BLUNDERS, BLUNDERS DRIVE TO 
RADLEY MANSION, WAIT (Until you reach destination) then LEAVE CAR. 

DRIVE OF RADLEY MANSION: To enter the mansion you can either RING BELL at front door, 
or go SE, SW, to back door and OPEN DOOR. 

THE GARDEN: Random exits, but you must go there to find the torch. 

THE KITCHEN: OPEN FRIDGE, (Meat falls out, the meat is bad), CLOSE FRIDGE. 

THE DUMB WAITER: ENTER DUMB, it contains cold turkey which is delicious. PUSH 
BUTTON once to move waiter to Dining Room and retum. PUSH BUTTON twice to reach 

dusty space in attic. LEAVE DUMB and go W, to find the magnifying glass. You need 

torch here, SHINE TORCH to see, DROP TORCH to switch it off. 

THE CELLAR: Torch necded to see. READ GRAFFITI ("If coded words make you irate, you'll 
find it pays to alternate”). 

THE DINING ROOM: EXAM TABLE to see the vase. Get Blunders to drop vase, it smashes and 
you sec a small key. 

THE SITTING ROOM: Ring bell to summon Porkins. Ask him for ransom note, read and 
examine it. 
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THE STUDY: EXAM BOOKCASE 
to see small diary. READ DIARY 
("Met vicar at the usual place” also 
“He is near the key to the lab"). 
THE LANDING: EXAM ARMOUR 
and you see a lever. PUSH LEVER 

and you hear a creaking noise. 

(I have not found out what this 

has done yet), 

GUEST BEDROOM: Get Blunders 

to break trunk which is locked. 

OPEN TRUNK and you sce a wand and the money. Do not touch the money, Porkins yells "thief" 
and you are arrested (end of game). 

PROF MUNDLE'S BEDROOM: Get and wear tie (presumably the reason for this will be revealed 
later). EXAM TAPESTRY, you see a picture of a church. The magnifying glass has enabled you to 
make out the tiny letters in the comer of the ransom note and the tapestry. Slotting them into 

each other (as per the graffiti) you get the message “STRIKE THE SKULL TO OPEN THE SLAB". 


This is about all I can tell you about the game so far. I have returned to Scunsdale and read the 
letter, and got Blunders to drive me to Cregley. However, there is a vicious dog at the entrance to 
the Cregley Arms which prevents me from entering. I am still looking for a way to get past it, it 
does not like turkey, and kills me if I offer it the bad meat. 


One final tip - You can only carry three objects, and Blunders only two, so it might be a good idea 
to leave everything you might necd in the car. 


BULBO AND THE LIZARD KING 

Hints as played on a Spectrum by Andrew Edney 

DRAGON: Have the donkey with you. Examine the dragon and search the pack to fix the wing. 
RAT IN HOLE: Roll the boulder. 

SMALL LIZARD: Forget it! 

THE BEAR: Get the swordsman or the archer to kill him. 

SLIPPERY SLOPE: Climb carefully. 

ORCS: Hide in the bushes. 

RIVER: Ask Giant for help and he will build a boat. Board the boat. 

SPIDERS WER: a) Get the archer to kill the spider and swordsman to cut the web. b) When the 
donkey is with you, wait. c) Ask the dwarf for help. 

BACK PACK: Eat or drink. 

THE WALL: Lift the donkey and climb up. 

GIANT: He drowns in water. 
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HELPLINE EXTRA 
Don't forget as well as the Phoenix helpline, Walter Pooley offers help for Spectrum 
Adventurers. His phone number and list of adventures appear in Issue 1. This issue another 
Spectrum Adventurer has offered help. Andrew Edney of London has finished almost 100 
adventures. He is willing to help if you phone on a Friday and Saturday evening only from 5 
to 10-30pm. His list of completed adventures is below. Contact Andrew only at the times and 
days above on 01-834-4317 Adventure Solutions: 
KAYLETH, THE BIG SLEAZE, SECRET OF ST. BRIDES, PREHISTORIC ADVENTURE, 
DUNGEON ADVENTURE, EMERALD ISLE, PRICE OF MAGIK, RED MOON, MURDER 
OFF MIAMI Part 1, THE BOGGIT, BORED OF THE RINGS, ROBIN OF SHERLOCK, 
GALAXIAS, REBEL PLANET, THE HULK, MASTERS OF THE UNIVERSE, LORD OF 
THE RINGS, CUSTERDS QUEST, SPIDERMAN, THE WORM IN PARADISE, SNOWBALL, 
HAMPSTEAD, MORDONS QUEST, REDHAWK, KWAH!, TERRORMOLINOS, SHERLOCK, 
CLASSIC ADVENTURE, MAFIA CONTRACT, MAFIA CONTRACT II, SEABASE DELTA, 
THE MURAL, DOOMSDAY PAPERS, HEROES OF KARN, DANGERMOUSE, SEEKER OF 
GOLD, LITTLE HODCOME, MORON, QUEST FOR THE HOLY JOYSTICK EUREKA!, 
IMAGINATION, INVINCIBLE ISLAND, SPYTREK, TERRORS OF TRANTOSS, SINBAD, 
AFTERSHOCK, SUBSUNK, HOLY GRAIL, THE O ZONE, MARIE CELESTE, ZZZZzz22, 
DOME TROOPER, MATT LUCAS, COLOUR OF MAGIC, ROBIN OF SHERWOOD, 
CLAWS OF DESPAIR, RETURN OF THE JOYSTICK, THE SNOW QUEEN, BUGSY, 
HUNCHBACK THE ADVENTURE, KOBYASHI NARU, SHREWSBURY KEY, THE 
ZACARON MYSTERY, QUANN TULLA, ICE STATION ZERO, LONDON ADVENTURE, 
THE HELM, IN SEARCH OF ANGELS, CUDDLES, LORDS OF TIME, DODGY GEEZERS, 
EDDIE SMITHS HEAD, H.R.H., FANTASTIC 4, THE SIDNEY AFFAIR, VERA CRUZ, 
WINTER WONDERLAND, SORCERER OF CLAYMORGUE CASTLE, DENIS, KENTILLA, 
FANTASIA DIAMOND, SOULS OF DARKON, DRACULA, LEGEND OF APACHE GOLD. 


What Now? 


dventure Volume 2 Issue 3 


/ill be available from the 21st October 
from your local software retailer, 
Or direct i from un & D Services, Manchester Se 


eae ee 
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Another war game which is bound to cause controversy in some quarters. Reagan may not be 
willing to put his Star wars option on the negotiating table, but here we have Activision building a 
game against the backdrop of S.DI. 

The earth is on the brink of World War Three, and you have been chosen to develop a space based 
initiative. To achieve this task, you have to put men and money into certain projects, with your 
main aim to stop any Soviet nuclear missiles reaching mainland America (obviously they're not 
bothered about Europe!). From time to time, you will receive a report from your R+D people, and 
in the reports, you will be told how a project is going or not going as the case may be. If a project 
is not going too well, you may then decide that you are going to place more men and money into 
that project or place your resources in another project. 

The graphics are quite good, and the Icons make the game very easy to use, although they do look a 
little daunting at first. You can spy on your Soviet counterparts to find out how many weapons 
they have made and so on. From time to time, the President of the United States will phone you 
and ask you how your research is going, and when war is imminent, you will be given the codes to 
arm your Star Wars system if you have one. When the Soviets launch their missiles, you can take 
over control of your Star Wars system. To do this, you place the pointer on the screen over the 
joystick Icon. When you have done this, you will see a view from space just as the Soviets launches 
their missiles and, surprise surprise, you have to shoot them down. 

There are multiple options which you can use to change the game play. Once sad thing about this 


game is the fact that although the graphics are very good, I found myself getting fed up into only 
my second game. I had hoped that a Software company would write a game about this subject, but 
after playing this game, I was left with the feeling, I wished that they had not bothered. I cannot 
see this game doing very well at all in the UK, and if this game was in my collect, it would only be 
gathering DUST! 
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BATTLEFIELD 

Commanded by General Rick (Battlefield) Hoggart. 
Right you quivering wimps, we start this month with a bit of news from PSS, Europes leading 
strategy publishers. They are planning a new set of releases called ‘CLASSIC CONFLICTS' which 
will sell for £4.99 on tape (9.99 disk) for the Spectrum, C64 or Amstrad. The first three titles 
will be re-releases of Theatre Europe, Battle For The Midway and Battle of Britain which can all be 
bought on compilations anyway, so it seems a bit pointless. A new title POWER STRUGGLE is soon 
to follow which seems a bit more promising, although it will be probably too good for you 
snivelling worms. 
This month, contrary to what was said last month, we're going to take a look at Tobruk, Battle Of 
Britain and half the solution to SATCOM, a Star Wars hacking game. But before all that, a little 
intellectual information, although it'll probably go well over your heads. 
MEGA INTERESTING WAR FACTS No.1 
The shortest war on record was that between Britain and Zanzibar (now part of Tanzania) which 
lasted for just 38 minutes between 9.02am and 9.40am. On the subject of length, the longest war on 
record lasted for an incredible 115 years, but was known as the 100 years war between England 
and France. The starting date was 1338 and was concluded in 1453. Send in any interesting facts 
you know about wars or battles from the history books. 
Finally, to the first game for this month TOBRUK. The North African war in the Second War was 
essentially between Germany and Britain, although the Germans had much support from the 
Italians and the British from the South Africans. The two desert leaders Rommel of the Axis and 
Montgomery of the Allies were constantly swopping leads and advantages, but eventually, 


77 





GULARS * REGULARS * REGULARS * REGULARS * REGULARS * RI 





Montgomery and his desert rats triumphed. By following these tips carefully, you should be able 
to lead Rommel to success. 

1) Pull all the units with a mobility of 5 down towards Bir Hacheim and as soon as possible attack 
it with your two weakest units, advance towards other cities with the remainder of the group. 

2) Move the other group of units with a mobility of 1 or 2 to roughly opposite the Axis command 
centre and blast a hole in the minefield. 

3) Make sure a supply dump follows each of the two groups, but keep them out of danger for 
obvious reasons! 

4) Use the arcade screen only when a tank is at full strength. Set your turret two 25 and use your 
common sense when to fire. After a bit of practice, you should be able to bump off 16 enemy tanks 
with 16 shells and 3 gun emplacements with your machine guns before being wiped out. 

5) Use the table below as a guide to attacking cities. 


CITY NUMBER OF UNITS 
BIR HACHEIM TWO 
KNITESBRIDGE TWO 
EL ADEM ALL 
GAZALA ALL 
TOBRUK ALL 


6) Build on unit in each of the two groups to full strength and drag it behind in reserve. 

7) REMEMBER The object of the exercise is to take cities, not destroy allied units, so don't go 
looking for trouble where it isn't necessary. 

Stars Wars or The Strategic Defence Initiative is Americas’ way of avoiding total destruction and 
is rumoured to cost over a staggering £1,000,000,000,000 (one trillion) depending on Russian 
missile technology (according to the Daily Mail). 

SATCOM is a fantastic hacking game, based around destruction of Star Wars. It is a budget game 
by Atlantis and here's Part 1 of the COMPLETE SOLUTION. 

1) NEVER EVER dial C.O.N. because it's a ‘erm’, con. 

2) Obviously, the first thing you must do is ring the given number and then return to control 
(press space), select analysis, select data and work out code. This must be done from the second 
command onwards for every single code. 

3) Dial GLOBAL again, enter code, select 2, press space, select 1, press space, select 3, work out 
code, dial GLOBAL, work your way back to the second code again, enter second code, note down all 
numbers except C.ON. 

4) Dial T.T.T.L., work out code, ring T.T.L. again, enter code, note down which satellite has extra 
equipment. 

5) Dial LION, work out code, ring again, enter code, write dov.n load code no. for AD COUNT DOWN 
software. 

6) Ring C.L.R. note down order of colour bars. 

CONTINUED NEXT MONTH!!!! 

Next we tackle THE BATTLE OF BRITAIN!!! 
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The battle of the skies was probably one of the most important factors that contributed to an allied 
victory. The bombing campaigns of the Germans, although bloody and plentiful, were cut down 
dramatically by the RAF against appalling odds. The German Luftwaffe had huge amounts of 
aircraft compared to the small forces of the RAF. Unfortunately for the Germans, their aircraft 
were far inferior to the Hurricane and of course, the globally famous Spitfire. 

By following these tips, you should improve your performance on BOB and hopefully reduce 
further the destruction of British cities (as far as the computer is concerned). 

1) Immediately (when playing the 30 day campaign) arouse half to three quarters of your forces 
and position them at vulnerable spots all over the coast. 

2) As soon as German forces appear, set your aircraft on a collision corse for it's instead of 

waiting around for its approach. This way, you avoid sudden bombing raids and prevent the 
Luftwaffe getting the chance to bomb. 

3) Make sure that all your units are kept fuelled and stocked with ammo, after every battle return 
each unit home and replace it with one on standby. 

4) Protect your airfields closely and try to anticipate the weather. 

5) Use the arcade screen at all times as it is ridiculously easy. 

6) Always use your end of day supplies easily. 

That completes battlefield for this month. Next month we have Part 2 of SATCOM, Iwo Jima, 
Roundheads and anything at all decent you send. Any letters, queries or tips to....... 

RICK HOGGART, BATTLEFIELD, 6 STERNDALE ROAD ROMILEY, STOCKPORT, CHESHIRE, 
Diss!.........wait for it........Missed!! SK6 3LA 


_ Game Type: War : 
_ Review by Dave Allen as played on. 





The latest compilation on the Wargamer Series for P.S.S., is Conflicts 2 and comprises of the two 
oldies Battle for Midway and Iwo Jima. 

Battle for Midway is a simulation of the battle fought between the Japanese and U.S. fleets whose 
outcome was seen as the tuming point of the war in the Pacific. the Japanese planned to destroy 
what remained of the U.S. Navy after Pearl Harbour by capturing Midway Island and using the air 
base there to prepare and smash the U.S. fleet when it arrived. The plan relied on surprise and 
unfortunately for the Japanese, the Americans had broken their code, and were aware of their 
plans. The resulting battle between the two forces lasted from June 4th to June 6th 1942 during 
which time, each fleet led air strikes against the other. In the event, the Japanese lost four 

aircraft carriers to the Americans and after this major set-back, the Japanese Imperial Navy was a 
spent force being overwhelmed by massive American naval resources. 
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In February 1945, U.S. forces proposed to take a small volcanic island called Iwo Jima, 4 1/2 miles 
long and 2 1/2 miles wide, and use it as a stepping stone to the invasion of mainland Japan. The 
Japanese were well aware of the strategic importance of Iwo Jima and the 22,000 troops they had 
there turned the small island into a formidable stronghold. It was never in any doubt that the 
Americans would eventually take the island, but the Japanese made sure it would cost them dearly 
to do so. 

As it happened, all but 216 defenders died and it cost the Americans almost 7,000 dead before it 
was finally theirs. It was a particularly bloody battle, considering the size of the island and one 
which was to be repeated on many small islands on the way to Japan. 

Midway can be played on 3 levels of difficulty and at varying speeds. The main screen used is a 
map of part of the Pacific with Midway Island situated in the middle. U.S. units are represented 
by squares of various colours with the Japanese only appearing when they are contacted by the 
opposition. A cursor is moved over the units to access information about them and issue orders. 
The orders mainly consist of launching and landing air attacks and movement. When enemy units 
contact each other, and a battle ensues you are presented with an arcade sequence depicting the 
event and a gunsight to move about the screen allowing you to participate in the action. Air 
strikes and battles continue until victory conditions are met, when Japanese carrier losses are at 

a ratio of 2:1 of American ones. 

Iwo Jima is played on one screen, the bulk of which shows a map of the island depicting features of 
terrain, possible landing sites, and any shipping in the area. When a unit is selected, its 

condition is represented by five figures shown in a window on the left of the screen. Prompts and 
messages appear in the window at the bottom. The computer selects your units in a given order 
and you can then order them to move or attack depending on their situation. The Japanese units 
only appear when contacted or when they decide to fire on you. The objective is to destroy all 
opposition within a certain number of turns. Reinforcements duly arrive and the game alternates 
between Japanese and U.S. moves until a result is obtained. 

These two games did not really set the world alight when they first appeared and I am afraid by 
todays high standards, they look primitive and play with a mediocrity that never really gets the 
adrenalin flowing. Midway has a pointless arcade sequence which didn't seem to have any 
significance whatsoever and indeed it is rather difficult to discover what exactly the outcome of a 
particular battle is. Iwo Jima is guaranteed to give you eye-strain after lengthy play as the 
features on the map are miniscule and definitely only workman-like. 

If you feel you must spend your money, then please do so, as neither game is a complete lemon, 
however, the discerning buyer might be wise to steer clear as they may be disappointed by two 
very average games. For the price they are not a rip-off, but then they are not exactly a bargain 
either. 










Graphics 50% Lastability 61% 
Playability 62% Value for Money 51% 
Addictiveness 52% What Now? Rating 55% 
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All the games I've reviewed for H+D they have supplied, but this is one game they did not, as I 
have had this game on order ever since I found out it was being converted to the C64/128. The 
loading screen gives you the impression of what's to come, and is just like that of a Hollywood film 
o many years ago. 

Your task sounds very simple, you have to take over three Norman castles and become King of 
England. To do this, you move your army around a full screen map, featuring England with three 
Norman castles and three Saxon castles and land, in between which is the land which you will 

fight over. From time to time, a Joust will be called which you must attend or you could call a 

Joust yourself. When you Joust, you firstly have to choose if you are going to Joust for fame or 
land. Then you choose who you would like to Joust against. The fanfare sounds and you see a 
picture of seven trumpeters. Next you see the Jousting field and very soon afterwards, you hear 

the thundering of horses hoofs. About five seconds before you and your opponent meet, you have to 
position the tip of your lance in the center of his shield. If you hit dead center, you may just 

knock him off his horse but remember, the same fate could happen to you! 

You may also get the chance to rescue a princess(The P.G. rated part of the game) enough said, and 
you are even allowed to go to Sherwood forest to enlist the help of your old friend Robin/Mr. Hood, 
but you can only call upon him three times. 

To make your bank balance a little healthier, you can also go raiding other castles but to do this 

you have to have a sword fight. With the money you make on these raids, you can build up your 
army, as you can buy soldiers, knights, catapults etc. which you will need to attack other castles, 

but be careful as if you are caught while on a raid, you will have to pay a large ransom. 

The game play is very very simple, but I found myself playing this game for about three hours on 
my first attempt, which is fairly rare for me. One good thing is every time you play it is a 

different game, so adding to the lastability of the game, and also a further option of a choice of 
characters to make the game just that little harder. What can you say about the graphics which are 
fantastic, and I would certainly say that they are the best I have ever seen on a CBM, and added to 
this, the music is also very good. 

Ihave played this game on some of the C64's big brothers but I still enjoyed it on the C64/128, 

and I think that if this is the way that software is going to go in the future, then it cannot be a bad 
thing. If you have a C64/128 with disc drive, treat yourself to this game. Remember I have! 


Defender of the Crown: The Scores 
Graphics 94% Addictiveness 89% 
Playability 93% Value for Money 87% 


Lastability 93% What Now? Rating 91% 
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Rebel Charge at Chickamauga is a multi level wargame which re-enacts the most evenly contested 
battle of the Civil War. On loading the game, you are presented with a number of options, these 
range from which side you are going to play, to how much ammo each side is going to have. You 
may choose to have hidden units or even place a time limit on the game. The game is played on a 
large 64 or 54 squared map which is quite detailed. 

When you start playing the game, all the forces will be in the same locations, that they were in on 
the moming of September 19th 1863. When the computer moves, it seems like hours: firstly it 

goes through a movement stage this takes about three seconds for each unit. The next phase is the 
recovery/rally phase; in this phase you try to recover from disruption. Your units that have been 
sent on a route, will attempt to rally (keep its shape) but if the unit's moral rating is less than 25 

it will not rally, and the unit will be routed. Each time one of the units moves it will get a litle 
more fatigued this means that the strength is reduced by 1 for every two points of fatigue. You can 
have your reinforcements arriving at any time you wish or leave it to the computer to bring them 

in as happened in 1863 or you could have them coming in after one tum or up to four hours later. 
From time to time you get a report on how your forces are doing, this tells you how many men have 
been killed, wounded and so on. 

I found the game more realistic if you have the computer's forces hidden. The game play is similar 
to so many other games of this type, in other words, you choose which square you are going to move 
to; if the square has an enemy unit on it, your unit will attack it. You get a report from the battle 
field when the battle is in progress. The reports tell you how well your last attack went, ie, it may 
say something like 12 men killed 20 wounded. The map can be zoomed in or out to get an overall 
view or a close up. When you start the game, you have a choice of using symbols or icons. This 
game actually includes 3 types of game from the beginner to the advanced level, but to me it is just 
another Civil War game with nothing really special to make you go and fork out £25. 

I don't think I would be playing this game the ten to fifteen hours required, and a great deal of 
patience is needed to play it - mine ran out! 

Rebel Charge at Chicamauga: The Scores 
Graphics 73% 
Playability 51% 
Addictiveness 37% 
Lastability 25% 

Value for Money 49% 
What Now? Rating 44% 
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My intake of mail is gradually increasing and I hope you'll mG 


continue to write in with your comments and problems with PBM. With 
all the new readers out there, I'm expecting a lot more feedback. S ee 
This month, we relax the pace slightly. I was going to bring you a review of RYN but with all that I 
have recently seen happen in the PBM world, I thought we would postpone RYN for a month. It also 
gives me a chance to print some of your letters that I have received so far. 

NEWS 

New from JADE GAMES is the game that boasts the longest title ever. 

THE CHRONICLES OF THE KNIGHTS OF AVALON, is a fast paced (10 day turnaround) computer 
moderated fantasy with 100 players per game. Obviously this means large alliances and chaotic 
battles. Start-up is FREE and further tums at 70 pence for 7 orders make this the cheapest game 
around. (It's A Crime has just gone up in price for anyone about to write in). There will also be a 
bi-monthly newsletter to be edited by none other than myself. A full review should follow later, 

but due to there being no map locations to the game, I am totally confused and in two minds over 

itS SCOTES.......000 

A rival to the PBM Convention held annually in London has arisen. the National Gaming Club from 
Portsmouth is to hold a GIANT show in October. It will include most kinds of gaming, including a 
computer stand held by myself, but as the organisers of the show run their own PBM company, 

Jade Games, you can expect a high amount of PBM companies to attend with stands. More details 
can be got from the NGC care of Jade Games. 

SMALL TIME GAMING 

Something I have never told you of before is the games run by amateurs or by one man companies. 

I shall be bringing you a special on these type of games nearer the end of the year, but for now, I'd 
like to tell you about STARRUN. It is GM'ed by Paul Harrison and boy (or girl!), does he do a good 
job. I have been playing Starrun for about 4 months after meeting Paul at the 2nd British PBM 
Convention. The game is set in the future, where criminals are lethal and are creating havoc 
throughout the system. 

For this cause, Justice Bringers are being hired to capture or kill them. You can play the part of a 








good JB or a villain. Either way, you have to role-play your way to a high score and more 
importantly, a high bank account. 

I have loved every minute of playing Starrun, and to compliment the pure fun of it, the prices are 
very fair. As well as the basic hand-written (sometimes computer printed) turn reports of over a 
page long, there is usually a double paged update of every thing that happens in the system. There 
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are also FREE information sheets or PLISH's as Paul calls them which can answer just about 
anything you want to know. Although this is not really a full review, I thought you might like to 
see the scores that STARRUN scored: 

Atmosphere: 92% (plenty of GM controlled characters to find and data of the world you enter). 
Contact: 68% (mostly with GM characters, but messages certainly fly). 

O' Great Ones: 70% (Paul supplies plenty of freebies and GM's fairly). 

Value: 56% (being hand written should be changed to computer to suit its setting and quality). 
X-Factor: 59% (the originality of the players usually makes for amusing play but slow 

tumaround rather spoils it). 

Overall Judgement: 2nd Class............cecce 

LETTERS 

From Gregory Quinn in Northern Ireland at Co. Armagh: 

Very glad to hear of your column in What Now? I play in Starglobe 3, Vorcon Wars 61 and Cassus 
Belli 19 and love PBM games. I feel I must disagree of your opinions of computer moderated 
games. I find them more enjoyable due to their fast turnaround, and if you have played Starglobe, 
you might change your mind. I regularly receive printouts 6 feet long with other extras like 
modules and fanzines. Anyway, success with the column, keep it up. 

(Thanks, I will. To comment, I have seen bits and pieces from Starglobe though have never played. 
I think you have probably found about the best computer moderated game around and being 
futuristic, using printouts tends to influence this opinion. I doubt you would say the same if 
Starglobe had been Medieval Globe). 

From Dave Allen, What Now?'s man at the strategic front: 

I dabble in PBM and since I am rather new to the hobby, I was wondering if you could suggest a 
good PBM magazine. I have heard of ‘Flagship’ but know little of it. I play Satumalia, Further 
Into Fantasy and await start-up in Ae's and as you can see, I like RPG's (Role Playing Games). 
Maybe if you know of any others you can tell me. 

(Flagship is about the best dedicated PBM mag around. it costs £1.75 from PO Box 12, Aldridge, 
Walsall, West Midlands WS9 OTJ. You could also try a new mag, First Post from KG Pack, Walnut 
Tree Lodge, 9 Kings Meadow Lane, Higham Ferrers, Northamptonshire NN9 8JE (£1). 

Other Role Play PBM's include Faction Magician, Ryn and Nemsarion and stay tuned to this column 
for reviews of all of them. Try Starrun for something different). 

Well, that's it for the rather larger column of this month. Don't forget that I'll be reviewing Ryn 
next issue. I'll also have a letter about someone who is starting their OWN PBM game using a 
modem style game adapted over. 

JADE GAMES/ National Gaming Club - PO Box 54, Southsea, Hants, PO4 ONA 

STARRUN - 122 All Saints Avenue, Maidenhead, Berkshire, SL6 6LT 

FACTION MAGICIAN - Newty Games, Railway Cottage, Pennance Road, Pennance, Lanner, 
Redruth, Comwall, TR16 STF 

RYN-Ryn Games, 20 Southlawn Terrace, Heavitree, Exeter, Devon EX1 2SW 

NEMSARION - 48 Ledgers Road, Slouth, Berks, SL1 2RL 
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berdeen - Bowie Electronics. Callender Riggs - Micro Plus. 
unoon - Computer Revolution. Falkirk - Falkirk Computers. 
lasgow - Computer Depot, Computer Games and Repairs. Irvine 

Bitbyte. Partick - The Micro Shop. 

rea 2: 

ccrington - PV Tubes. Ashton-U-Lyne - VuData. Barrow-In- 

urness - Master Micro. Blackpool - Computer Game Shop. Bolton 

Microtrix. Colne - Elbee Computers. Formby - Micro Abacus. 
eigh - Cannings, Sound and Vision. Liverpool - Bits and Bytes, 
ity Software. Macclesfield - Tims Megastore. Manchester - H&D 
rvices. Northwich - Northwich Computers, Oldham - Home and 
usiness. Ormskirk - McSoft. Penrith - Penrith Communications. 
arrington - Pyramid Micro. Whitehaven - P.D. Hendren 
ameras. 

rea 3: 

Inwick - Alnwick Computers. Coulby Newham - Stockton 
ftware. Darlington - Chips. Doncaster - C.D.S. Halifax - C.D.S. 
artlepool - Peak Computer Services. Hull - M. Micros, Tomorrows 
orld. Leeds - C.D.S., Microbyte Computer Shop. Louth - Dereks 

*Cycles and Software. Middlesbrough - Chips, Games Store. 
Northallerton - Computer Shop, Stockton-On-Tees - Stockton Software, Topsoft. Sunderland 

- Sunderland Computers. Thirsk - Thirsk Home Computers. Wakefield - C.D.S. York - C.D.S., Microbridge, 
York Computer Centre. 

Area 4: 

Brierley Hill - Comptazia. Dudley - Comptazia. Hucknall - SP Electronics. Leamington Spa - Spa 

Computer Centre. Leicester - Maze. Mansfield - Mansfield Computer Centre. Northampton - Northampton 
Home Computers. Nottingham - Computer Market. Nuneaton - Micro City. Rugby - Carvells. Solihull 

- Capricom Computers. St Neots - First Computer Shop. Wolverhampton - Software City. 

Area 5: 

Bristol - Avon Computer exchange. Cardiff - Avon Computer Exchange, GT Enterprises. Chippenham 

- MicroBytes. Ebbw Vale - Computability. Exmouth - Judya Computers. Haverfordwest - B.I.S. Computer 
Centre, JCG Software. Llanelli - Positron Computing. Milford - Milford Computer Centre. Newport - GT 
Enterprises, Microcare Computers. Plymouth - Computer Base, Georges Of Plymouth. Truro - Truro Micro Ltd. 
Weymouth - Comput A Tape. 

Area 6: 

Barking - Rodneys Books and Games. Basildon - Godfreys Computer Centre. Brighton - Brighton Computer 
Centre, Gamer, Soft Centre, Tomorrows World. Bromley - The Village. Canterbury - Canterbury Computer 
Centre. Crawley - Crawley Computers. Croydon - High Voltage. Dartford - Anco, First Choice. Feltham 

- Readers Dream. Harlow - Harlow Home Computer Centre. Norwich - One Step Beyond. Portsmouth - Film 
Plus. Reading - Computer Care South, Odem. Sittingbourne - Computer Plus. Southampton - L.T.C. 
Southend-On-Sea - Estuary Computers. Southgate - Logic sales. Tooting - Software Store. Uxbridge - JKL 
Computers. Walthamstow - Sounds Right. West Drayton - Innovations. West Wickham - Nimbus 
Computing. Worthing - Chips. 
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